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Gremlin temporarily evict Zool |||| 
from the Nth dimension so that 
Sam Hickman can check out this 
complete stranger to hype and 
razzmataz. Does the Amiga hero make 
the grade on the SNES? 



JOYSTICK FEATURE 1 


ELECTRO BRAIN FEAT. 
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Stuart Wynne chats with 
Electro Brain Corp, a US- 
Japanese company that’s 
borrowed the creators of 
StarWing for their own 
Super FX game, Citadel. 
This could just be the best 
SNES game since, well, 
StarWingl Mouth watering, 
exclusive shots and a whole 
lot more in this brilliant 
preview of next year’s 
hottest title. Storm on! 


SOLDIERS OF FORTUNE 


Konami’s bloody, splatter 
feast, having exhausted it’s 
controversial life on the Mega- 
CD, now noses its way onto the innocent 
SNES, offering blood, guts and more 
pixalated victims than any game ever. Stuart 
Wynne grips his pink pistol, takes aim at 

decides how ^ 

well the . « 'mwmmm 

SNES ^ —J 

handles this HHHji 

notorious flH 

game. Take SH 

aim and fire 19^ 

at page 16. I_ 


In an issue jam-packed 
with role-playing games. 
Young Merlin comes top 
of the heap by a long 
chalk. Plenty of humour, 
involving play and 
superb, cartoon like 
graphics are all on offer. 
Sam checks out this 
ciassic and says believe 
the hype! 
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F ather Christmas will no doubt 
have been pleased by some 
savage pre-Xmas price cutting 
by the high street shops. 
Woolworths began the price 
war by dropping Mega Drive II 
bundles from £129 to £99. Thankfully, 
this also spilled over to the SNES 
market with Nintendo cutting its 
Super Mario All Stars pack from 
£129.99 to £99. According to 
marketing director Mike Hayes this 
was strictly a promotional offer to end 
on December 31st. 

Not everyone was pleased by the 
price drops, however. “We’re 
concerned that some people involved 
in the videogames market don’t 
understand the business and are 
taking prices down just to achieve 
sales,” said a senior director at 
Dixons. “You could view it all short- 


F or undisclosed, but undoubtedly 
huge amounts of cash Accolade 
have signed up yet another 
celebrity. Following in the 
footsteps of Pele and Brett Hull, 
Charles Berkely is to star in his own 
sports game, imaginatively entitled 


Charles Berkely Basketball. Although 
the Sim is largely being sold on 
Berkely’s good name, Accolade are 
convinced that this will be an out-of- 
the-ordinary sports game. Berkely 
has been involved with the game 
design right from the very beginning, 
and instead of taking place on a 
standard basketball court, the 
emphasis is on street basketball. This 
means that many of the rules will be 
different and needless to say, much 
more violent! The game will also 
feature huge sprites, a full 16Mbit of 
memory and a four player Multi-tap 
option too. At the moment, it’s 
undecided whether four players will 
be able to join up as one team 
against the computer, but the game 
will definitely feature two-on-two 
challenges. Charles Berkely 
Basketball is due for release in April. 


1 994 could well be the year 

of the sequels with many 
of 1993’s biggest stars 
already lined up for new 
games. Undoubtedly the 
most hyped game of last 
year. Acclaim’s Mortal Kombat, will 
return toward the end of this year with 
a ‘ir in the title. The new game will be 
based on the coin-op sequel which is 
just hitting the streets now. This 
features seven new characters 
(making for a total of 15), stunning 
new backdrops, enhanced sound and 
even more death moves. The secret 
raptor character returns as a 
selectable fighter, complete 
with a suitably reptilian 
move where his A 

tongue ^ ^ 

rips off " 


someone’s head, while a sleek new 
female character administers kisses 
which cause characters to explode! 
There’s also at least three secret 
characters and several tons more 
blood and gore, to cause Nintendo yet 
more headaches over their 
controversial censorship policy. 

Another massively hyped game 
was Accolade’s Bubsy, which will 
daringly go for a standard ‘2’ in the 
title rather than Roman numerals. Ah, 
the originality, the daring! The plot-line 
this time around is that a pig called 
Virgil Reality (groan!), has built a 
museum which simulates various 
historical eras. Bubsy goes for a visit 
with his nephew and niece, who 
.promptly 
' get lost forc¬ 
ing Bubsy to 
undertake a 
massive, 
time¬ 


hopping adventure. Besides a change 
of graphics, including yet more Bubsy 
death sequences, the game improves 
on its predecessor by packing in lots 
more secret areas, including 
numerous mini-games. Early 
screenshots lack the jawdropping 
impact the original had, but if they can 
solve the sudden death hassle which 
plagued the original this could be 
brilliant. 

Undoubtedly the most eagerly 
anticipated is Starwing 2. This is still 
deep in development and will not 
appear until late in the year, however 
it is likely to be a dramatic 
improvement. The Super FX 2 chip it 
will use is 75% faster than the old one 
with twice as much RAM, allowing for 
much more sophisticated effects. The 
game is expected to feature plenty of 
texture mapping, giving a more 
realistic look, and also much more 
control over your direction. Expect this 
to be the SNES centrepiece of 
Nintendo’s stand at the Chicago 
CES in six months time. 

And finally, as you can see 
across the page, we have of course 
SuperPro 2... 


term and say that it’s creating a 
bigger user base, or you can say that 
it’s creating a melt-down of the 
market. But if we boil the market 
down, the consumer will not ultimately 
benefit. Nobody will.” Sega execs are 
understood to be similarly furious as 
its mainly been their products which 


have suffered. 

The savagery of the price war can 
be gauged from the fact Comet briefly 
offered a 25% discount on games 
software! Exactly what bargains will 
be on offer in the post-Xmas sales 
period is difficult to imagine. 
Obviously, the videogames market is 
doing as well as many 
expected. Hopefully, the 
price falls will in fact trigger a 
big expans-ion in the market 
for next year and sensible 
prices all round. May-be at 
last we’ll see a wide-range 
of SNES carts for rental and 
budget. If the market does 
go into decline, then 
retailers and publishers will 
only have themselves to 
blame for keeping prices so 
ridiculously high beforehand. 
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> The annual Tilt D’Or/Console Plus 
D’Or awards received no less than four 
hours live TV coverage on France’s 
Channel Three. There were 22 awards 
to be had, with the SNES doing really 
rather well. Ocean’s Mr Nutz won Best 
Platform Game, Sony’s Super 
Bombman nabbed the Plus Fun Award 
(whatever that is!). Best Racing Game 
was F1 Pole Position by UbiSoft, Best 
Combat Game was Street Fighter II 
Turbo while Starwing won twice with 
Best Shoot-’em-up and Best Animation 
(do they mean graphics?!). 

> The really rather nice Game chain of 
computer and videogame shops, which 
has just opened a branch in 
Bournemouth, is planning to continue its 
advance with new stores having opened in 
Nottingham, Liverpool, Stratford Upon 
Avon, Hanley, Norwich, Northampton, 
Middleborough, Bristol and Dublin by the 
time you read this. Another 30 stores are 
to open next year, bringing the total to 
almost 60. 

> Sega appear to have been rather 
rattled by the Project Reality 
announcement. An attempt to hype 
their own machine backfired when 
claims over a 64-bit video chip led to 
some calling it a full 64-bit machine. It 
isn’t. It’s 32-bit with no less than seven 
processors, only one of which will be 
64-bit. The main processor is a 32-bit 
custom CPU co-developed with Hitachi. 
Interestingly, the system will come in 
both CD and cartridge versions. 

> Krisalis’s hit Amiga platformer, Soccer 
Kid, Is to appear on SNES thanks to 
Ocean. The game is due out later in the 
year and will feature heavy in-game 
advertising for Nestle’s Golden Grahams 
breakfast serial. Despite the name, this is 
no footie sim but instead a platformer 
where the character just happens to use a 
football as a weapon. Ocean have also 
picked up Beam’s Choplifter III, a slick 
update of the ancient side-scrolling, 
rescue-the-hostages-and-blast-everything- 
else videogame hit. 

> Still on the Ocean trail we have news 
of Interplay’s heavily delayed Rock ’n’ 
Roll Racing, reviewed in SuperPro 11 
this was originally due for an October 
release. Distributor problems ensued 
and the game was put into limbo until 
Ocean stepped in. R ’n’ R will now hit 
the shelves in March, alongside 
interplay’s hilarious, but very tough 
Clay Fighters. 

> Last month’s ProBits revealed news of 
what’s likely to be one of 1994’s best 
games - Striker: The World Cup Edition. 
This will feature all the teams from the 
World Cup, plus over thirty enhancements 
which will expand the game from 4Mblt to 
8Mbit. There’s also going to be full battery 
back-up to eliminate all that password 
hassle. Due out in May, this version from 
Elite is completely separate from US 
Gold’s officially licensed World Cup game, 
of which no details have yet emerged. 
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: 994 looks set to be the most 
exciting yet for Nintendo UK. 

: The bold new, Rik Mayall ads 
i are just the first glimpse of an 
aggressive new strategy. 
While Sega turn their attention to the 
winter arrival of Saturn, Nintendo 
have almost two years to soldier on 
before their Project Reality arrives. 
This means SNES owners can expect 
some truly exceptional software as 
the world’s largest and best 
videogames company concentrates 
on making state-of-the-art titles for it. 
FX Trax, Starwing 2 and many more 
great games will deliver playability 
that will match or equal anything 
more powerful consoles can boast. 

To reflect Nintendo’s bold new 
campaign Paragon is to publish an 
equally ambitious new magazine. At 
over 130 pages, it will combine 


SuperPro’s reviews and features 
expertise with SuperXS’s unparalled 
tips coverage to provide simply the 
best Nintendo coverage in the world. 
Of course, the bulk of the coverage 
will continue to be for the SNES, but 
there’ll also be a look at the best of 
the NES and, of course, the world’s 
bestselling handheld - the Gameboy. 

Super Gamer for Nintendo will be 
launched on the first Thursday in 
March and, despite the increased 
size, it will be the same price as 
SuperPro - £2.50. Editing the new 
magazine will be Damian Butt, a man 
with no little gaming experience 
having simultaneously edited both 
Super and Sega XS for over a year 
now. Damian has provided many 
great reviews for us in the past, 
including UK’s first Star Fox review, 
and he’s got a great team together. 


SuperPro founding member, Ryan, 
will be on the new magazine along 
with Keith Pullen who used to work 
on the Nintendo Helpline. Together 
they’ll provide a magazine with 
unparalleled experience of the 
Nintendo scene. 

As for the rest of the SuperPro 
team... well, Sam’s moving to yet 
another new job, this time with 
another publisher, and we all wish her 
well there. James is moving over to 
SegaPro to mastermind a new 
design, while Mark and myself are 
embarking on mysterious projects as 
yet unannounced! It’s been a good 
time on SuperPro, and I’m sorry to 
leave (Mark and I are definitely taking 
Super Family Tennis and Mario Kart 
with usl), but everyone here has got 
very high expectations of the new 
mag. Don’t miss it. 
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CHARTS COMPILED BY GALLUP 
SPONSORED BY PENGOIN BISCOITS 


|1. MARIO All STARS 

NINTENDO 

£49.99 

1 LSTREETHSKIIRIITORBO 

CAPCOM 

£59.99 

1 3. JURASSIC PARK 

OCEAN 

£54.99 

1 4. MISEL MANSELL 

NINTEHOO 

£39.99 

IS. ALADDIN 

CAPCOM 

£49.99 

|B. MORTAL KOMBAT 

ACCLAIM 

£59.98 

> 7. STRIKER 

ELITE 

£44.99 

1 8. SUPER BOMBERMAN SONY IMABESOET 

£44.99 

■ 9. SUPER MARIO KART 

NINTENDO 

£39.99 

1 IB. ZOMBIES 

KBNAMt 

49.99 

1 11. COOL SPOT 

VIRGIN 

£44.99 

1ILSUUIWINS 

NIRTEHBB 

£49.99 

1 13. PLAYER MANAGER 

IMAGINEER 

£47.99 

■ 14. SUPER STAR WnS 

JVC 

£49.99 

1 15. SUPER MARIO PAINT 

NINTENDO 

£59.99 

1 ILPUGSLETSSCINEIIGERRIMT BCEAM 

£44.99 

. 17. BUBSV THE BOBCAT 

NINTENOO 

£39.99 

1 1S.PBATBBR68LF ELECimNIC ARTS 

m99 

1 IS. KRUSTYSSyPERfSH HOUSE 

ACCLAIM 

£44.99 

1 28. SUPER KICK BEE 

IMAGINEER 

C44J9 




DREAMS OF 

REALITY 

A S 3DO and Jaguar sell-out across America, Nintendo 
is stepping up the hard sell of the ultimate in 
vapourware systems; Project Reality, its 64-bit next 
generation console. Nintendo’s hi-tech collaborators, 
Silicon Graphics, have recently gone on the record 
with yet more hype. “We are talking about a system 
[Project Reality] that will be an improvement of up to 1,000 
times on how 3DO is today and I predict that even if they make 
a lot of changes they won’t come near to a factor of 50 of what 
we can do for the same price.” 

Although, company president Jim Clark wouldn’t reveal 
whether the machine will be CD or cart based, he did at least 
hint Nintendo’s notorious licensing system will have to “adapt” 
to compete with 3DO et al. hopefully, this translates to lower 
prices. He also hinted at broader applications for the console. 
Apparently, Nintendo became interested in SGI not only 
through their film work, but also their involvement in Time 
Warner’s Orlando prototype interactive TV project. That used 
the same MIPS Multimedia Engine that Project Reality will 
have. Intriguingly, Clark spoke about how the MIPS chipset has 
the built-in ability to run a real computer system , just plug in a 
keyboard, disk drive and away you go... Maybe. The system is 
a long way away and the hype wars are getting ever more 
intense, Sony apparently claiming their own 32-bit system is 
capable of 500 MIPS (Millions of Instructions Per Second), 
which is five times Project Reality’s initial spec. 

The reality behind the hype is due to be revealed later this 
year with the coin-op debut of the basic hardware. However, 
Clark was careful to point out this system won’t be that 
significant for Nintendo long-term: “This isn’t a big commitment 
on their part to be a major player in this area. It is more a 
question of getting the early games developed in coin-op form.” 10^ 
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This month sees a barrage of new controllers released, 
all claiming to be the best thing since the beginning of 
time. Do they really enable you to beat Goro to a pulp, 
no problems man, or will they have your thumb 
slippin' and slidin' on the slope to oblivion? Read on 
for an essential guide to what's hot, and what's 
definitely not, in the world of peripheral entertainment. 



★ ★★★ Essential Purchase 

★ ★★ Good value for money 

★ ★ Okay, if you’ve got money to burn 
Don’t even think about it 


★ ★★ 


TECNOPLUS £14.99 

Y uk! Why is it that when someone sets out 
to design a new joystick, they have to 
create the tackiest-looking piece of plastic 
on earth? Thankfully, this may be tacky 
but it still does the biz rather well. The control 
stick fits the hand perfectly, and the buttons are all 
quite intelligently placed - no mean feat with the 
SNES’s six buttons all needing to be put 
somewhere. There’s also a slow-mo button on top of 
the stick and a turbo (semi-autofire) button on the right 
side. The one slip-up concerns the L/R buttons 
which are grouped together on the left side 
of the stick - fine for right-handers, a 
wrist-breaking pain for lefties! Still, if 
you want some futuristic. Buck 
Rogers-type widget to hold while 
playing Starwing or Turn ’n' Burn 
then this does business well enough, 
and at an economical price too! 



T his joypad looks suspiciously 

similar to Nintendo’s own joypad, albeit 
after pumping some steroids to get 
just that little bit bulkier. The 
only techie enhancements are . 
two auto-fire options (rapid 
fire and autofire) for all of 
the six fire buttons. As a 
bog-standard joypad 
goes, this is fine, but if 
you’re after something a 

which gives you that little \ ^^ 

bit extra, you could be V 
disappointed. Still, it’s good 
value for money at just £16.99. ‘ 




A cclaim have been hyping these for some , 
months now, claiming they’re the perfect " 
accessory to Mortal Kombat. In fact, the 
pads themselves are below-average clones of 
the standard SNES pad. They look very tacky, don’t seem . % 
to be ergonomically designed at all and, after a while, they 
really made my hands ache. You do get a slow-mo switch and ^ 
two-speed semi-autofire, but that’s not much in the way of 
compensation. In fact, the main selling point isn’t what you get, it’s 
what you don’t - no more unsightly cables! Yep, these are infra-red 
pads and unlike most of their ilk, the receiver unit isn’t some doobrie on 
one of those unsightly cables but actually a slick box which plugs into the 
SNES joypad ports. The joypads work up to an eye-straining range of 25 ' 
feet and are very effective - if you don’t mind buying all the batteries! 

Of course, they have more novelty value than anything else, and while the 
box’s claims are true (they do indeed work from long distances) they’re not quite as 
good as they may at first seem. If you stand off to awkward angles, the signal may 
not be received at all. Personally, I can’t see what’s wrong with using traditional 
joypads, they’ve never caused that much of a problem, especially as the cables are 
getting longer and longer lately. Another problem is that you have to buy the pads as 
part of a set, so you’ll end up spending £50 for two below average joypads and a 
remote control receiver. A very expensive way to use something that only has novelty 
value anyway. 





Soccer this could 


SPECTRAVIDEO £-13.99 

A h, this takes me back to the old days when joypads were seen as 

somehow unmanly. If you couldn’t control a game by keyboard, then you 
had to have a joystick. The bigger the better, natch, and of course these 
ridiculously proportioned phallic fallacies were guaranteed to break within 
days because of all the pressure caused by waving that hunk of plastic about. To 
stand any chance of survival a stick needed microswitches, industrial strength 
gizmos which could just about last out a stick’s six month 
guarantee - or a least the length of time it took for the 
^ receipt to be lost. Now Spectravideo have brought 

^ them back to give us the world’s first fully micro- 

switched pad - for enhanced reliability and 
■ ’V response times. Hmm, we’ve had SNES pads 

for ages now and they seem fairly 
\ indestructible to be honest. But, if you’re 
WSm break something just by 

p, looking at it, or maybe just like the 

" i v ^ chance of scoring techno oneupmanship 
^ ■ # points against your friends then this 
could well be ideal! 


SUPER 


e ECTRA^^IOE 

O ne of the best Sega joysticks around is the Arcade 
Power Stick, so it’s good to see that someone has had 
the sense to finally adapt it for the SNES. The name 
may be different, but the concept is almost identical. 
Unlike Tecnoplus’ fighter pilot-style joystick, this stick is short 
and stubby which may not do much for your ego, but should 
be much more responsive and 
reliable. For games like Sensible 


perfect match... 


be the 
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(THE SAME TEAM AS BRETT HULL! 


10 PUCK-SIZED T-SHIRTS 


A C C O I- A D 


t’s no secret that ice hockey is 
one of the most violent sports in 
the world, and nowhere does this 
show more than in Brett Hull 
Hockey. Forget Mortal Kombat, 

Forget Street Fighter II even, 
because if it’s gut-wrenching 
action you’re after, this sim has it 
all. Even better than NHLPA 
Hockey, Brett features the most ^ 

realistic play yet, with a full 
16Mbit cart, and a unique play- wA 
by-play commentary from ^ I 

sportster Al Michaels. This is a 
must for any sports fan, with tons 
of depth and playability. Anyway, 
after you’ve read last month’s review \ ' 

and maybe bought the game, ice ^ ■ 

hockey could be growing on you. If so, ^ * 

then why not take this opportunity to^"'^JP 
enter our compo? As first prize. Accolade V . 
are giving one lucky reader the chance to get \i, 
kitted out in a St Louis hockey strip free of 
charge! There’s also two copies of the game up F 
for grabs, and ten unique T-shirts too. Shrunk L 
down to puck-size, the shirts will expand on ^ 
contact with water, so bung one in the bath, leave 
it for a while, and hey presto - you’ll have some 
new togs. To enter the competition, answer the 
question below and send your entry to: DO THE 
BRETT MAN, SUPERPRO, PARAGON 
PUBLISHING, 124 OLD CHRISTCHURCH j 
ROAD, BOURNEMOUTH, BH1 INF. Entries f 
to be received by February 31. \ 

Which ice hockey team does Brett Hull i 
play for? I 

.'liMia ■ \‘L;'-vin- 
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while most SNES publishers play it safe, forever 
churning out more of the same, one company is 
committed to innovation and originality. Founded in 
1989 , Electro Brain Corp has consistently pushed the 
boundaries of what a Nintendo can do. Stuart Wynne 
investigates the future of SNES gaming. 


A lthough mainly an American 
operation, Electro Brain 
Corp’s business consultant 
founders represented both 
sides of the Pacific: Ronald 
A. Johnson and Masayuki 
Tsuda jointly deciding on how to set 
up the firm. Tsuda brought with him 
the finances of Toei Animation, the 
‘Disney of the Orient’. Electro Brain’s 
philosophy reflects its Oriental roots: 
besides a commitment to diver¬ 
sification and building a 100 million 
dollar videogames arm, EBC aims to 
“create a better well being for as many 
people as we can through our 
participation in global economies... 
[EBC’s] philosophy is not one of 
individualism but one of mutual 
reliability and mutual responsibility for 
mutual success and multiple effect.” 

Thankfully, the boldness of EBC’s 
corporate ethos is more than matched 
by its games, from the stunning 
graphics of Boxing Legends of the 
Ring to the bravery of producing the 
world’s first third-party SFX game: 
Citadel. Vice president of Marketing 
Jonathan Slager certainly has plenty 
to be proud of... 


Isn't Electro Brain's cutting edge 
approach very risky? 

“I look at it a little differently. Over here 
we find the market clogged up with an 
assortment of ‘me-too’ titles. Stores 
have ten soccer games, ten boxing 
games, whatever it is they have ten of 


it! So you have to set yourself apart 
and make sure the thing that makes 
your game different, is what makes it 
good. Of course, some people go for 
licenses, but we believe the important 
thing is gameplay, the actual playing 
experience which we like to make 
different. 

“We also usually go with proven 
games developers. World Soccer was 
programmed by Sculptured Software. 
They employ over 100 people and are 
probably the biggest development 
house in the world. They’ve worked for 
Nintendo, Tecmo, Acclaim. Sculptured 
have established themselves as the 
world’s gaming elite. You can count on 
them from the gameplay standpoint. 
We also have our own in-house 
testing, and use Nintendo’s testing to 
support ours as well.” 

Do you have any inhouse 
developers? 

“No. We’re at the moment solely 
producers. Everything we do is 
sourced through a major outside 
developer. Every team has its own 
strengths and weaknesses, so by 
mainly using outside developers we 
can make sure they’re the right people 
for each individual 
project. In future, 
we’re hoping to get 
some in-house 
development 
people as well, but 
right now we’re 
thrilled with our 
entire product line. 
World Soccer 
included - high on 
the list! People talk 
about Mode 7 but 
there’s not many 
who really use it. 
We’re cutting edge 
here. State of the 
art. We’re the first people to 
incorporate Sega’s Activator tech¬ 
nology, coded into Best of the Best. 
Then there’s Jim Power, which uses 
3D glasses, and Val D’Isere, a skiing 
game which we’re really excited about 
that, it’ll be called Winter Extreme over 




here. And of course there’s Citadel. 
There’s little that we do that isn’t in 
some way unique. The thing is to get 
that over to the consumer, to make 
them aware of what we’re doing.” 
Most publishers we’ve talked to 
won't touch the Super FX chip 
because of the cost. 

“I haven’t heard this. Of course, there 
is extraordinary concern over price 
point for carts in general. There’s not 
much profit margin, yet the retail price 
is so high. As for the FX chip, just 
recently there was a technical 
conference at Nintendo over here. 
Every single major development 
house were there. Every one’s 
interested in making games for the 
new technology. 

“We certainly think people are 
willing to pay a little more for a better 
game. You certainly can’t put out a B- 
category game and expect to 
succeed. But at the moment there’s 
just one or two FX games out there. 
So if you’re a person who likes 
polygon graphic games you’re either 
going to have to pay a little extra or 
ignore the new technology.” 

What other products have you got 
in development? 

“We’ve got Future Zone by Visual 
Concepts, the guys behind 
Clayfighter, Madden ’94, Claymates 
and many other hits. It’s a 16Mbit 
game and it’s multi-faceted, there’s an 
element of strategy, there’s a classic 
shoot-’em-up, even a fighting game 
with hand-to-hand combat. We also 
hope to have vehicle simulation. You’ll 


find a vehicle along the way and be 
able to fly off in it. I guess it’s an 
action-adventure. That’s going to be a 
major title for next year. We’re also on 
the verge of signing a very big comics 
license. Very big, a top five comic 
book which is just natural for a 
videogame.” 

Any other FX games? 

“Yes. There’s a third party developer 
which has a very close relationship 
with Nintendo. They have anything 
that can legally be had on the FX chip, 
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all the development details. They’re 
working on a game. I can’t give too 
many details away now, but it’s a 
sports title - not a traditional one like 
football, not a traditional racing game 
or anything. There’s not many games 
out there in that niche now. But we 
think it’s just right for the FX chip and 
that should be out in the fourth quarter 
of 1994.” 

What do you think of Project 
Reality? 

“Nintendo historically is no stranger to 
bringing down the retail price. If their 
machine leapfrogs every one’s 
technology, knocks peoples’ socks off, 
and the price is low... The people at 
Nintendo are very confident. People 
close to Nintendo are very confident 
about what’s going to happen.” 

RETURN OF THE ARGONAUTS 

Of all Electro Brain’s high profile 
developers, none rank higher than 
Britain’s Argonaut Software. Co¬ 
developers of the original Super FX 
chip and Star Fox, they’re currently 
hard at work on Citadel. This state-of- 


iiUii 



the-art 3D game will be the first FX 
chip game to be published by anyone 
other than Nintendo. Game producer 
Neil Jackson spoke to Stuart Wynne 
about it. 

When did you start Citadel ? 

“We began development in early ’92, 
around the same time as Star Fox, 
maybe a little earlier. But it’s only 
become a solid title in the last six 
months to a year.” 

Has the design changed a great 
deal? 

“No, not a great deal. In some 
respects we’re limited by not having 
money to burn like Nintendo. For 
them, a game design will be 
constantly changing until almost the 
last month. They can afford to throw 
away 90% of their ideas. We were 
also restricted by cart memory size, to 
get a reasonable price we went for a 
4Mbit cart rather than 8Mbit like Star 
Fox. So for us to get all we wanted in 
we had to really work hard. We 
certainly learnt a few new things 
making use of every last byte of 
memory. On the sound side every last 
pip, squeak and fart is reused for 
different effects.” 

Citadel will use the new, Super FX 
2 chip. How much better is it than 
the one used in Star Fox ? 

“There were actually two Star Fox 
chips, both ran at 10.7Mhz with 32K of 
RAM and no facility for battery back¬ 
up. The new chips - there are two 
again, GSU1 and GSU2 - have 128K 
of RAM, run at 21Mhz and do have a 
battery back-up facility. Basically, 
they’re a lot faster - almost double the 
speed of the original SFX, although 
there are general housekeeping tasks 
which keep the increase down to an 
improvement of about 75%.” 

Did working on Star Fox 2 help 
Citadel? 

“Yes, there was definitely some cross¬ 
pollination. The basic 3D engine was 
from the original Star Fox, which has 
been changed to offer full 360° control 
for Star Fox 2 and that obviously 
helped Citadel. But at the same time 
the texture mapping we developed for 
Citadel was ploughed back into Star 


Fox 2, so both projects benefited.” 
How much texture mapping will 
there be in Citadel ? 

“Plenty. We’ve got it on all the end- 
level monsters, the mother ship, your 
vehicles. We’ve also got plans for the 
future were we will texture map floors, 
practically everything. In fact, we may 
still pull things out at the last minute 
for CitadeH” 

Can you swap between all the 
different vehicles at any time? 

“Yes, there may be some places were 
we restrict things, but for the most part 
it’s up to the player. A key part of the 
game is your choice of vehicles. For 
example, on one level there’s all these 
platforms. You could try to use the jet 
to fly over them all, but it would burn 
up all its fuel before you got halfway. 
So it’s best to use the Walker for this 
3D platform level. This game is all 
about giving players choices. Some 
players may choose to try blasting 
their way straight for the objective, 
while others will be more cautious, 
exploring and collecting lots of power- 
ups - it’s all part of the fun!” 

Do you have complete control over 
your direction of movement? 

“Yes, there’s a lot of emphasis on 
freedom of movement, a full 360° 
choice. Flowever, there are some 
levels with walls that mean you can 


only go one way. The emphasis there 
is just on balls-out speed. 

“Flow you structure these games is a 
very interesting subject. We find that 
some kids don’t like to think about 
where they’re going, they just want to 
get on with it. Others want to stop and 
investigate what’s on the back of that 
tower block, say. We’re trying to 
appeal to both groups, so what we’re 
concentrating on now is ensuring 
people don’t get lost. There’s a FlUD 
system so you always know where 
you are. If you wander too far a 
mothership will pick you up and give 
you a good ticking off!” 

Will it better Star Fox ? 

“With Star Fox you have to realise 
Nintendo put a tremendous amount of 
resources into it, they had their entire 
arcade team on it led by Sigeru 
Miyamoto - arguably the finest games 
designer in the world. They own the 
cart production runs so they can 
afford to put whatever memory they 
want in. So, in some respects Star 
Fox will always be the jewel in the 
crown. Citadel is a different type of 
game, though. It won’t have all the 
extra bells and whistles that give Star 
Fox such a slick feel. We’d like those, 
but I’d never sacrifice gameplay for a 
flashy title screen. We won’t have the 
memory for any floating slot machines 
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in hidden levels, but there will still be 
quite a few secret things! Citadel will 
be a good, solid fun game. It’ll make 
you do plenty of mental somersaults 
and has got plenty of tough reflex 
problems.” 


World Soccer is a spectacular 
demonsfraHon of Mode 7. Although 
reviews over here have been mixed, 
in the Stotes most magazines hove 
raved over it 
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What do you think of Project 
Reality? 

“Hmm, [laughs]. A nice bunch of 
thoughts. At the moment that’s all it is, 
a bunch of suggestions by Nintendo 
and Silicon Graphics. However, we’ve 
spoken to SGI and if they’re right with 
what they estimate, it’s going to be 
very powerful, capable of moving a 
ridiculous amount of polygons about 
at blinding speed. Nintendo are going 
to have their work cut out for them 
keeping the price down, but that’s 
what they specialise in - offering good 
hardware at ridiculously low prices.” 

WHAT IS CITADEL7 

In a nutshell, this Is a stunning action 
adventure which puts you in control of 
a fantastic robot, known only as the 
Battle System. This can transform into 
four different vehicles: a giant Walker, 
a Sonic Jet, a Land Burner car and a 
turtle-like Hard Shell. 

The basic plotline is that for many 
centuries your home system, 
Deoberon, has been ruled by an Al 
supercomputer. All was fine until 
Barbarians from the Aki-Do galaxy 
invaded, using an interdimensional 
gateway. Deoberon’s capital city, 
Trantor, has been seized and four of 
the Al’s databanks stolen. You must 
recover the databanks from the Aki- 
Do planets they’ve been hidden on, 
break into the Citadel where the Al 
core is held, and then journey back to 
Trantor. Here you will take on the 
Black Troop Master in the ultimate 


clash of mega-robots. 

There are three training levels and 
six core levels, providing a substantial 
challenge with dramatically different 
planets, from the boiling Magmeno to 
the icy Cryston. For most of the game 
you have complete control of your 
direction, unlike Star Fox, and can 
transform at any time. You also have a 
wide range of power-ups to find; 
rockets, cannons, homing missiles, 
decoy missiles, speed-ups, temporary 
invulnerability and much more. 
ProPlay: Mega Power's Dave Perry 
recently played the game for 
GamesMaster and while the footage 
won’t be broadcast, because too 
much was happening for casual 


viewers to understand it!, he had 
great fun with it. The texture mapping 
gives a grainier, more realistic finish to 
the polygons, yet the speed is still 
extremely impressive. The vehicle 
transformations are stunning and the 
way the camera pans is great. Without 
doubt this will be one of 1994’s most 
eagerly anticipated titles. 
CITADEL TEAM 
Programmer/Designer/3D Artist: 
MICHAEL POWELL 
Designer: NIC CUSWORTH. 

2D Artist: ALISTAIR MCNALLY. 
Producers: MARK WASHBROOK & 
NEIL JACKSON. 

• Citadel will be released in April 
in the USA. ^ 
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SUPER NES I GAMEBOY DEALS 


SUPER NES « STREETFiGHTER TURBO 
JOYPAD * FREE SN PffOPAD . 139.99 

SUPER NES t ALADDIN 
11JOYPAD * FREE SN PiOPAD . I2A.99 

SUPER NES + MARIO ALL STARS 
* I JOYPAD + fm SM PROPAD . I2A.99 

GAMEBOY * PINBALL DREAMS 
+ BATTERIES t FREE KONff HOLSTER 57.99 

TOP SUPER NES GAMES: 


SUPER STAR WARS .3S.99 

MARIO AU STARS.39.99 

MORTAL KOMBAT.46.99 

SUPER MARIO KART .31.99 

JURASSK PARK.40.99 

ZOMBIES.38.99 

SUPER BOMBERMAN .30.99 

JOHN MADDEN 93.24.99 

NHL PA ICE HOCKEY 93 .24.99 

PGA TOUR GOLF .24.99 

FOR DETAILS ON HOW TO ORDER CALL 0279 600204 
OR SEE OUR FULL PAGE ADVERT ELSEWHERE IN THIS 
EXCELLENT MAGAZINE! 


MASSIVE NEW SPECIAL RESERVE CLUB SHOP OPEN 


Special Reserve is the 
leading mail order computer and 
video games company in Europe, 
and have amassed a membership 
of over 200,000 satisfied 
customers. 

They are proud to 
announce the opening of their 
CHELMSFORD BRANCH 
at 43 Broomfield Road, 
Chelmsford, Essex. 

There's 2,000 square 
feet of wall to wall computer and 
console games and accessories. 

Special Reserve 
has another shop at 2 South 
Block, The Maltings, 
SAWBRIDGEWORTH in 
Hetfbrdshire. 




OPEN lOam'til 8pm 
SEVEN DAYS A WEEK 

Special Reserve's claim 
of providing the best prices, best 
service and the largest selection 
of goods direct to the door, 
cannot be disputed. Members of 
Special Reserve receive regular 
issues of 'NRG' magazine. 


This 48 page club 
magazine is sent bi¬ 
monthly only to members. 
'NRG' contains the best 


selection, peripherals and 
hardware for all popular 
computer formats; reviews, 
charts, a release schedule, special 
offers, and at least £30 worth of 
money off coupons in every 
issue! Special Reserve also 
boast to be official stockists for 



Taz Toy. T-shirt & Game! 


Special Reserve are offering 3 lucky readers the chance to win 
A TAZMANIAN DEVIL CUDDLY JOl A TAZ T-SHIRT and the 

First Name picked will also get a copy of TAZMANIA. To 

stand a chance of winning answer the simple question below 
and send it on a POSTCARD with your name and address to: 


Special Reserve Super Pro (omp 5, PO Box M7, Harlow, (M219PH. 

Whaf do Tazmanian Devils like to eat?? 


Please state on your entry on which format you would like Tazmanai, should you win 
RULES: Closing date ]4th March 1994 1 Entry per person. You will be sent club details from Special Reserve if you enter this 
competition with no obligation to join or buy. Entry to this competition will be your acceptance of these rules. 


0279 

600204 

CALL THIS NUMBER NOW FOR A 
FREE 12 PAGE COLOUR CATALOGUE 
AND DETAILS ON HOW TO JOIN! 
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EY JOE... WHERE YOU GO/AI’ WITH THAT 



The recent massacre on a New York subway has made 
gunplay ever more controversial. Sega's blood- 
splattered Mega-CD version recently earned a PG 
rating, but for SNES owners the real scandal is another 
sticky label - the £74.99 price sticker. Okay, it's a 
16Mbit cart and you get a "free" lightgun but can any 

game be worth this much? 


I n the last year, Konami have 
produced some real stunners, 
both on console and in the 
arcades. One of their most 
successful coin-ops was Lethal 
Enforcers’, a game which had you 
shooting it out with the most 
dangerous criminals in the world. Of 
course, lightgun games have been 
raking in the cash since Op Wolf, but 
what set Konami’s above the crowd 
was the realistic setting and the high 
quality digitised graphics. 

The good news is that these 
graphics have been very closely 
duplicated on the SNES. By 
comparison with the arcade, there’s 
obviously some loss of detail, and the 
colours seem a little muted, but the 
overall effect is very impressive. As 
you can see from the screenshots the 
game creates a very realistic 
environment. While games like X- 
Zone or Battleclash go for a 
traditional, comic book look this 


delivers a much more involving and 
believable combat zone. 

Animation is mostly limited to 
figures popping up, moving around 
with perhaps a little less smoothness 
than ideal, but the effect is still good 



and scrolling is slick, even with huge 
Cadillacs and Pontiacs motoring by. I 
especially liked the photorealistic 
Jetranger that drops in for a chat! 

On the negative side, the loss of 
blood obviously reduces realism - 
especially when you get shot, the 
sanitised effect suggesting a smashed 





windscreen rather than a bullet 
through the brain! And you’re certainly 
going to get shot plenty. There are six 
levels in all and three difficulty levels 
too. Level one throws you in the middle 
of a bank robbery, and it’s your job to 
prevent the villains from escaping. 
Friendly cops pop up from time to time 
to help you and unlike other shoot’-em- 
ups, they are vulnerable to your bullet 
showers! Also liable to cause problems 
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if hit with a .44 Magnum bullet are 
hostages, hit one and you lose 
energy. Their desperate cries for help 
usually precede their appearance on 
screen, but once you’re into the later 
levels, they tend to pop up more and 
more, with split-second timing needed 
to save them. 

The missions can be attempted in 
whichever order you like, the later 
ones offering a considerably harder 



challenge. The level themes are nicely 
varied, ranging from preventing gun 
running to taking part in high-speed 
car chases. Apprentice cops can 
practice blasting in the police target 
centre, but really, the best way to 
learn is by delving head first into the 
game. Once you’ve completed a level, 
your accuracy is judged, and if you’re 
good enough, you’ll be promoted 
through the ranks, eventually reaching 
commander status. 

Obviously, to get the most from the 
game you’ll have to use the gun, as 
using a joypad is far too slow, and 
anyway, you can’t generate the same 
gung-ho attitude without it! This helps 
excuse some of the high price, but 
what is less understandible is how the 
game is incompatible with the 
SuperScope. As a two-player game 
you obviously need two lightguns for 
the most fun, in which case you’ve got 
no alternative but to buy another 
Konami gun (approx £19.99), which 



won’t work with any other games 
except Lethal Enforcers II (due in 
October!). This makes the whole 
package really rather ridiculous. As 
lightgun games go, this is certainly 
one of the best - fast, involving and 
fun. However, like all lightgun games 
it’s ultimately very limited. You point, 
you shoot and that’s it. After a while 
you get bored. If you’ve got money to 
burn, then this is well worth getting. If 
finances are more limited, you’re 
probably best going to the local 
arcade and spending a few quid there! 
# Lethal Enforcers will be released 
in March, packaged with one .44 
Magnum gun (pink or powder 
blue!), and costs £74.99. ^ 
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SUPER PRO reviews come in two types, which we’ve split into two sections 
so as to avoid confusion and consternation among novices. 

lAAPORT REVIEWS covsr the mass of SNES games released in 
America and Japan, the best of which will eventually make their way here. For 
gamesplayers without an adaptor we hope these will provide an interesting 
preview of thrills to come. Most gamesplayers however will have access to an 
adaptor which allows them to play these import or “grey” games. 
OFFICIAL REVIEWS covsr gsmss just about to be released in 
the UK. These are “PAL versions” which will work with any UK SNES without 
an adaptor. Quite often Official releases will follow Import reviews by a couple 
of weeks or months. However games are sometimes changed for the UK 
market and where this happens we’ll tell you about it. ‘Official’ means the 
games are or will be officially imported - not that the review is ‘officially’ 
endorsed or supported by the Software House, unlike some mags! 



PROfile 


DISTRIBUTOR: Bandai used to be 
the exclusive UK distributor for 
SNES stuff, but that’s ending now 
with Acclaim going through Poly¬ 
gram, Activision through Playtime 
and EA doing it themselves. As 
software publishers become more 
important we’ll print their phone 
numbers to to let you check release 
date changes. 

PUBLISHER: Who developed the 
game, who’s responsible basically. 
SUPPLIER: If the game’s only 
available on import we tell you 
where we got it and a telephone 
number for you to get hold of it too. 
PLAYERS: Are there two-player, 
three-player, four-player modes? 
SKILL LEVELS: Are there skill 
levels for Duffer Dave, Moderate 
Mark and Pro Ryan? 

CART SIZE: How big is the cart. 
One Megabit is equivalent to 128K. 
The bigger the cart, the bigger the 
game - unless the programmers 
are naff. 

SAVE GAME: If there’s a password 
of battery back-up game save 
option this is where we’ll tell you 
about it. 

FEATURES: This is where we tell 
you about any continue-plays or 
other important features. 
CONTROLS: Gives you some idea 
of how complex the game is and 
whether the controls will suit you. 
Also useful for Jap import carts. 

SUPER PRO 


PROS & CONS: A short summary 
of the game’s positive and negative 
points. This gives you a quick run¬ 
down on the game. 

GRAPHICS: Graphics are judged 
both for how well drawn they are as 
well as the speed and quality of 
animation. 

SOUND: The aural soundscape. A 
combination of the music and spot 
FX, plus suitability for the game- 
style. 

GAMEPLAY: Simply how enjoyable 
is the game to play and how 
addictive is it to begin with. 
LONGEVITY: A combination of two 
factors. One factor is obviously how 
hard a game is, do we think this will 
take you a reasonable length of 
time to complete. The second factor 
is just as important though. It’s the 
X factor, the combination of variety, 
addictivity and playability which 
make us think you’ll want to keep 
playing day after day. If a game’s 
simply Impossibly hard and totally 
unenjoyable to play it won’t score 
highly here. 

OVERALL: A numerical evaluation 
of how good we think the game is. 
We take ages debating this one, but 
remember, the really important 
thing is what we say about the 
game In the main review. The main 
text has all the details which will 
guide you to whether the game will 
suit your tastes, jp 
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The Stanley Cup is the oldest sports trophy in America, 
dating back to 1892 when Lord Stanley of Preston 
donated it to the best hockey team in North America. 
102 years later Nintendo have turned it into a state-of- 
the-art videogame, pushing Mode 7 to new heights. 
Stuart "iced" Wynne hits the rink to check it out. 


This uses all the usual 
fadks of standard hocke/ 
sims, although it may seem 
more complicated at first, 
due to the extensive use of 
Mode 7 rotation. Although 
this is a neat idea in 
theory, gameplay is just far 
too contusing, and most of 
your time is spent trying to 
work out which way you're 
supposed to shoot. Nausea 
tam^ not inchidedl 


5 tanley Cup was undoubt¬ 
edly one of the real stars of 
the Chicago CES, instantly 
becoming the most anticip¬ 
ated ice hockey game of 
the year. The basic con¬ 
cept is identical to NCAA Basketball, 
using the infamous Mode 7 to scale 
and rotate the playfield, giving you the 
illusion of being right there in the 
middle of the action. It’s an ambitious 
design but it worked well for NCAA 
and this time around the graphics are 
even better. There’s a little blockiness 
here and there, but 
overall the effect is 
stunning, with lots of 
vibrant colour and look¬ 
ing quite fast. 

Unfortunately, game- 
play just doesn’t match 
up to the graphics. Ice 
hockey is a much more 
frantic and confusing 
game than basketball - 
even in conventional 
sims spotting the tiny 
puck and who’s got 
possession can be 
confusing. In Stanley 
Cup Mode 7 adds to the 
confusion rather than 
lessening it. Every time 
the puck changes poss¬ 
ession, the screen begins to rotate to 
show which goal the team is going for. 
When possession is changing quite 
rapidly the effect is confusing and 
jerky. Worse, the Mode 7 trickery 
actually seems to interfere with the 
way the puck moves. If you a take on 
shot on goal from the side, the screen 
will start moving around to the goalie’s 
perspective and often this seems to 
make the puck change direction, 
ending up miles away from where you 
aimed. 

The most common way to top score 
in most hockey games is to slide past 
the goalie and slip the puck under his 
body as you veer off. But in Stanley 
you only seem able to punt it right at 
the goalie’s face. The only way I could 
get a goal was by smashing the puck 
from the halfway line - not very subtle 
or skilful really. In fact, the whole game 
seems claustrophobic and messy, it’s 


PRO tip 

It's much easier to tackle 

OPPONENTS IN THIS SIM 
THAN OTHERS. SiMPLY SKATE 
UP TO THEM, CRACK THEM 
OVER THE HEAD AND THE 
PUCK WILL BE yours! 


nigh-on impossible to string together 
any skilful scoring manoeuvres and 
you’re constantly hammering buttons 
in the hope of gaining possession. 
When you do get the puck, you 
laboriously trudge up the rink, unable 
to move especially fast at all, then 
blast the ball at the goalie. 

Now I’m sure the programmers can 
play this very well indeed. Sculptured 
Software are among the world’s best 
developers and, like their similar 
World Soccer for Electrobrain, many 
people are going to flip over the novel 
graphics. With masses 
of practice you could 
well learn to adjust to 
how the puck’s move¬ 
ment seems to change 
as perspective switches, 
you could even get used 
to the slowness, but why 
bother? When I play a 
game I don’t expect to 
have to spend days 
getting used to faults in 
the display, not when I 
can have a much more 
entertaining match on 
EA’s NHL ’94\ 

If you’re of a different 
opinion, then Stanley 
certainly has plenty of 
lastability. There’s mass¬ 
es of ultra-realistic options, the 
between match commentary is good 
and I liked the reports on other games 
being played in the tournament. If 
you’re really desperate for something 
novel, then this is worth a look, but if 
it’s gameplay or realism you want NHL 
’94 is the master of the rink. 0^ 


SUPER 
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Ulp! This close-up is more than 
enough to put me off playing real 
hockey for ever. Unfortunately, there 
don't seem to be any fights in this 
sim (Nintendo wouldn't have it i 
suppose) although you can still knock 
the living daylights out of enemies. 




Left, every time you 
score a goal, the 
pitch automatically 
transforms from a 
serious play area to 
something 
reminiscent of 
Holidoy on Ice. Thafs 
if you manage to 
score a goal of course 
~ opponent's goalies 
always seem to be 
rock-hard. 



SUPER 
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PUBLISHER; NINTENDO 
SUPPLIER; VIDEO 
GAMES BOX 
TEL; 0425 616705 
PRICE; £49.99 


PLAYERS; 1-2 

SKILL LEVELS; 1 

CART SIZE; 8Mbit 

SAVE GAME; Battery back>up 

FEATURES; Stunning Mode 7 

graphics. 


A MOVE UP. 

V MOVE DOWN, 
<3 MOVE LEFT. 
> MOVE RIGHT. 


DUMP PUCK/ 

HIP CHECK. 

SLAP SHOT/ 
SHOULDER CHECK. 
WRIST SHOT/SWITCH 
TOOTHER DEFENDER 
PASS/ POKE. 


LINE CHANGE/ MENU. 


GOALIE 

SUBSTITUTION/MENU, 


A wealth of 
options with masses of 
depth and realism. The Mode 
7 graphics certainly look 
marvellous... 

make 

gameplay very confusing, 
and subsequently the game 
is very difficult to get in to. 
The sound is quite dire, and 
there’s hardly any crowd 
noises which lessens the 
impresssion of this cart. 


Graphics 82 


Gameplay 70 
Longevity 74 


SCORE 


^ SHOULD HAVE BEEN KEPT ON 
^ DEVELOPMENT ICE FOR A WHILE! 




























































The infamous Bogard brothers hove returned to Icick- 
ass again in the sequel to one of the most popular 
Neo-Geo games of all time! Despite the lukewarm 
reviews of its predecessor. Fatal Fury 2 is basically a 
re-vamp as opposed to a re-write. Ryan "lethal 
weapon" Butt digs deep to see if it's worth a look! 


T he original Fatal Fu/y told the 
tale of two martial arts- 
crazed brothers out to 
avenge the death of their 
father. You could choose 
between three different 
characters, each with a limited 
amount of attacks and an unimpre¬ 
ssive array of special moves. It didn’t 
keep me interested for more than a 
couple of hours, so it’s fortunate the 
sequel is much improved. 

The most dramatic change is the 
additional fighters, there are now eight 
to get to grips with. There are also 
three different game modes - 
Champion Battle, Street 
Fight and Battle Royal. The 
first is a basic one player 
game where you battle 
against each of the other 
eight fighters (including a 
mirror image of yourself) in 
succession. Two bonus 
stages have been thrown in 
to break up the action and 
then, of course, there are 
the bosses. This motley 
crew consists of a pony¬ 
tailed Brit with a pole, a 
boxer, and a matador - the 
lack of imagination and 
originality is truly stunning. 

Street Fight is another 
name for the versus mode, 
where two of you slog it out 
against a range of colourful, 
trippy backdrops, while 
Battle Royal is a mini- 
tournament where fighters 
are arranged in teams. 

Anyone who’s played Mega Drive SFll 
will have a pretty good idea of what to 
expect! 

Graphically, this is greatly improved 
over the original, not so much in the 
sprites themselves (they’re still tiny!) 
but in the animation. Before, sprites 
moved like cardboard cut-outs after a 
modest sprinkling of life dust - now 
they fly through the air with convincing 


fluidity, and actually look like they’re 
hitting the targets they’re aiming at! 
The fabulous backgrounds maintain 
the high standards of the original, 
complete with screaming crowds and 
cycling executives! Unfortunately, the 
sound is still a patchy affair, with 
crunching effects and ear-piercing 
screams mixed with jangly tunes 
which differ in quality from stage to 
stage. 

The main thing though, is 
undoubtedly, the moves - are there 
enough, are they spectacular enough? 
One thing’s for sure, they’re not easy 
to pick up and this makes the game 
tough to get into. In Street 
Fighter II you can have a 
good time without knowing 
any special moves, but 
knowledge is everything in 
this game. If you don’t know 
any moves, you’re history! I 
suppose it’s good that 
Takara have made full use 
of the SNES’s six-button 
joypad, but even the strong¬ 
est kick or punch fails to 
deliver any real impact. The 
only sure-fire way of scoring 
hits is to study the 
techniques like a hawk, 
then constantly bombard 
your opponent with a bar¬ 
rage of fireballs or fancy 
kicks. 

Basically, then. Fatal 
Fury 2 is much less of an 
improvement than I’d hop¬ 
ed. Gameplay lunges from 
one extreme to the other, 
being initially too difficult, then too 
easy once the overly complex moves 
are perfected. The difficulty settings 
can be altered to prolong the game’s 
life span, but after completing it once, 
you won’t give a hoot whether the 
endings vary or not! This isn’t a bad 
game. It’s just another of those failed 
SFll clones which sadly lack the “just 
one more fight!” playability. ^ 



PRO ti|> 

Always try and 

FOOL YOUR 
OPPONENT BY 
JUMPING INTO THE 
BACKGROUND AND 
THEN QUICKLY 
PERFORM A FLYING 
KICK BACK OUT 
AGAIN. 




Terry Bogard takes on a 
mirror image of himself 
(above). The character select 
screen allows you to choose 
from eight varied fighters 
(left). Below we see two of 
the (original!!!) end-of-game 
bosses, a pole-twirling 
hooligan and a 
heavyweight boxer! Big 
Bear demonstrates how not 
to score points on the bonus 
stage (below)! 
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ANDY BOGARD ANDY BOGARD ANDY BOGARD 



Push diagonally away, 
towards + punch. 



Push down, down towards, 
towards + punch. 



Push down, down away, 
away + punch. 



Push diaaonally away, 
diagonally towards + kick. 



■it E V I E 

I AA R O R X 





Push diagonally towards 
and up + X. 


Get close then press down 
for 2 seconds then up + X. 




Push towards + strong 
punch. 



Push down, down towards, 
towards + punch. 




Puish towards + strong 
punch. 





Push down, down towards, 
towards + punch. 



Push down, away down, 
away, away up + kick. 



Push down, away down, 
away + punch. 



supeR 
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SCOF*E 


DON’T SETTLE FOR 
SECOND-RATE IMITATIONS! 


Judging by the star and the look of 
intense pain on Big Bear's face, it 
looks as though Andy executed a bit 
of a low blow (below)! Kim goes to 
work on poor Bear's knees (right)! 
Joe shows Mai who the boss is (left)! 


A JUMP. 

V CROUCH. 

< MOVE LEFT. 

|> MOVE RIGHT. 

STRONG PUNCH. 

YQ weak punch. 

STRONG kick. 
gQ WEAK KICK. 
mwm MEDIUM punch. 


Tm MEDIUM KICK. 


r ' ; Nice graphics 

and okay-ish sound, 
moderately challenging on 
harder skill levels, plenty of 
special moves, fun for a 
while. 

i k Difficult to get 
into, perhaps ultimately a 
little easy for Street Fighter 
veterans. Controls can be 
unresponsive. 


Graphics 82 

5 

Gameplay 84 
Longevity 81 


SCOFSE 


E V I E 
AA R O R X 


Laurence the matador gets ready to 
quash Kim's mid-air bdly-flop 
(above)! Big Bear shows his long lost 
brother some unwelcome affection 
(left)! Wolfgang, the final guardian 
goes in for the kill (below). 


PRICE: £69.99 


o 


PLAYERS: 1-2 
SKILL LEVELS: 7 
CART SIZE: 20Mbit 
SAVE GAME: No J 

FEATURES: Unlimited 
continues. Both players 
can jump backwards or 
forwards into the game’s 
background or f 

foreground area. 








PUBLISHER: TAKARA 
SUPPLIER: VIDEO GAMES 
BOX 

TEL: 0425 616705 
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chap, and almost like a second 
father to you. 
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Although Taito's latest contender for the Zelda crown 
doesn't boast many innovative qualities, it does offer a 
massive challenge with an absolutely huge landscape 
to explore. Ryan "Doom & Gloom" Butt goes back in 
time to an era of monsters, kingdoms and good old 
fashioned lurve! 


M any years ago, in a land 
where goodness and 
peace reigned strong, 
the Sinistrals arrived on 
a floating island. The 
Sinistrals were four 
masters of doom (Chaos, Destruction, 
Terror and Death), a group of night¬ 
mare beings that threatened to 
corrupt the peaceful land. An army of 
the land’s strongest fighters fought 
back and managed to vanquish the 
invaders, but at a terrible cost. There 
were only four survivors; 

Artea, Guy, Selan and 
Maxim. One hundred years 
later, the Sinistrals seek 
vengeance on their 
descendants... 

It’s a sizeable scenario 
and the game certainly 
ensures you don’t forget it. 

Out of every RPG I’ve ever 
played, Lufia has got to be 
one of the hardest to get 
into. Well, perhaps hard is 
the wrong word, confusing 
definitely! You see the 
game actually begins In the 
past with you taking the 
role of Maxim on the verge 
of defeating the Sinistrals. 

After several hair-raising 
confrontations with some unspeakably 
grotesque creatures, your courageous 
party finally comes face to face with 
your evil oppressors. Then after a few 
spells and low-key special effects the 
Sinistrals are vanquished from 
existence (for the time being!) and 
Maxim and co. are trapped inside the 
crumbling fortress (cue tear-jerking 
farewells and speeches!) where 
Maxim and his girlie, Selan, meet their 


PRO tip 

Don’t forget to 

DEFEND YOURSELF 
DURING THE 
BATTLES, IT COULD 
SAVE YOU FROM 
CERTAIN DEATH IN 
SOME cases! 


downfall. The action then flicks to the 
future (100 years to be precise) where 
some young scallywag meets a 
tearaway girl and they play tag 
together or something! It’s then you 
realise that you haven’t completed the 
quest and killed the Sinistrals with 
unexpected ease, but in actual fact 
been taking part in a weird interactive 
intro! 

In the game proper, you take on the 
role of Hero, a fiery-haired descend¬ 
ant of Maxim, the ill-fated leader of the 
first army. Like Maxim, 
you’ve got your own little 
group including Lufia, your 
childhood sweetheart, and 
two other companions you 
meet along the way. Your 
objective is to travel fourth 
to the Sinistrals’ floating 
island and get them before 
they get you! 

Lufia looks and plays 
pretty much like any other 
RPG to start with, until you 
realise that it’s inferior to the 
likes of Zelda and Mana in 
terms of playability. Graph¬ 
ically it looks marvellous 
with well-defined sprites and 
vast, lavish scenarios. The 
screenshots on the back on 
the box are enough to make your 
mouth water with anticipation of things 
to come! However, in my opinion the 
gameplay is let down by the take-it-in 
turns combat sequences. Unlike 
classic RPGs such as Soul Blazer, the 
action in Lufia comes straight out of 
the blue. You could be walking quite 
happily along when suddenly a big 
monster jumps out from nowhere and 
tries to attack you. There’s no way of 


avoiding unwanted confrontations 
(unless you take the cop-out. Brave Sir 
Robin run away option!) and so you 
must endure a tedious battle 
consisting of hitting the monster, then 
the monster hitting you and so on. 

On a more positive note, games 
don’t come much more detailed than 
this. There are just so many towns to 
check out and areas to explore that 
you’ll be at it for months to come! In 
good RPG fashion there are loads of 
items to find, strange people to meet, 
and allies to be befriended. All this 
coupled with excellent visuals, fine 
sonics and a playing area you could 
build a theme park on! Lufia is a fine 
game with a tough challenge - it’s a 
pity the fight sequences couldn’t have 
been a bit more action-packed! 
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• You'll be able to purchase all 
kinds of bizarre equipment from this 
shop before you b^in your quest. 


• Need a weapon? Why not visit 
Spock's shop to get one. 


m Try talking to these two boozers, 
they may offer some constructive 
assistance. 




A mod bear and a hydra are just some of the weird and 
woiKlerful creatures you^ll encounter along your journey. 



The dramatic intro actually makes you think that you're 
on the verge of completing the game. An element that 
should have perhaps been cut a little shorter! 
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k The Fortress of Doom 


PUBLISHER: TAITO 

SUPPLIER: ZAP COMPUTER 

GAMES 

TEL: 0532 590077 
PRICE: £54.99 


PLAYERS: 1 

SKILL LEVELS: 1 

CART SIZE: 8Mbit 

SAVE GAME: Battery back 

FEATURES: infinite contid 


A MOVE UP. 

V MOVE DOWN. 
< MOVE LEFT. 
t> MOVE RIGHT. 


READ DESCRIPTION! 
OF SPELLS. , 

NO FUNCTION. i 


TALK/BUY/SEU 


ACTIVATE STWra 

SCREEN. ^1 
SCROLL THROUGH 
ITEMS. 

SCSahkTHROUGH 


lPJ -i; Nfee graphics 
and sound. Huge playing 
area, immense detail, highly 
challenging. 

Fighting 

sections are a bit of a drag. 
Doesn't gulte have the 
lasting appeal of say Zelda 
or Mana. 


Gamepuy 81 
Longevity T9 


BIGGER THAN 
STU’S TRENCH COAT! 
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This warmongering, money-loving blash'em-up (deiced 
info life on the Amigo. As you'd expect of the Bitmap 
Bros, presentation was extremely slick, with a brilliant 
steampunk atmosphere that helpM ensure mew-saies. 
Now ifs looking to the SNES for death and d<»h/ Stuart 
"Babbage'' Wynne joins up to see if it's still a Idller. 


D espite the name change, the 
core of the game remains 
that most unlikely of Vic¬ 
torian inventions; the Chaos 
Engine. This steam-belching 
mechanism is capable of 
radically transforming matter and has 
run amok in South Cornwall! The 
bizarre ripples of its weird radiation 
are felt all across the world, but In 
Britain the effects are worst. The 
landscape Is in turmoil and many 
people have been turned into strange 
beasts. So call In the mercenaries to 
destroy the foul machine... 

Undoubtedly one of the 
main attractions of the 
game are the dogs of war; 
six bizarre characters who 
could have wandered in 
from a Michael Moorcock 
novel. The Gentleman, The 
Navvie, the Brigand... 
they’re an odd bunch, each 
with their own little potted 
biography, unique weapon, 
special abilities and so on. 

Presentation is generally 
top-notch, the various 
option screens are brill¬ 
iantly drawn as true steam- 
punk artefacts, while the 
music Is excellent - albeit 
more techno than Victorian 
whimsy. There’s also some 
great sampled speech - 
‘extra life’, ‘team power-up’ 
and so on not only sound good but are 
also very useful when things get 
frantic on screen. 

The action certainly gets fierce, but 
it’s much less original and 
sophisticated than might’ve been 
hoped. In essence, this is another 
Gauntlet clone which, like Konaml’s 
Zombies, cuts down the number of 
players to two and blows up the 
sprites to make for more impressive 
graphics. In each level, the objective is 
to find an exit, blasting your way 
through the hordes of monsters, 
picking up dosh and keys to unlock 


various sections. Occasionally, there’s 
a few puzzles and the levels do offer 
some variety in their emphasis - some 
are mazes, others more blast-’em-up 
orientated, but it’s all a bit too familiar. 
Similarly, the carefully described 
characters aren’t that different in¬ 
game. Special abilities are basically a 
mixed bag of different looking smart 
bombs, with a few novel abilities like 
freeze, shield and map. 

In other words, the steampunk 
wrapping is only the thinnest of 
veneers on a not particularly original 
game. As a shoot-’em-up it does, at 
least, boast relatively fast 
characters - but seeing the 
scientist zipping about does 
little for game atmosphere, 
while enemy sprites are 
mostly fairly slow. The chall¬ 
enge comes from the fact 
each bullet can be lethal, 
rather than the more excit¬ 
ing, Total Carnage-style 
massive attack. This in Itself 
might not have been a big 
problem had the creatures 
been brilliantly drawn. 
Unfortunately, they’re not. 
In-game graphics are all too 
obviously port-overs from 
the Amiga/Mega Drive vers¬ 
ions. There’s no hint of the 
SNES’s superior palette, 
with too many of the back¬ 
drops flat and unremark¬ 
able. 

If the scenario appeals, then this 
may provide a good, long-term 
challenge. However, in pure game- 
play terms it’s much too dated. It’s nice 
how you can use dosh to tactically 
build up your players’ characteristics. 
But this Is far too little to save the 
game from being crushed by any 
comparison with Konami’s far superior 
Zombies. All In all, this is shovel-ware 
- a brainless conversion of a dated 
game which needed radically 
reworking to stand any chance of 
success In 1994 SNESdom. ^ 




PRO 

Use THE 
BimONSTOGET 
GOOD ANGUS) SHOTS 
ONMONSTHtS. 
Remember, EVOY wr 
IS CRITICAL so lAiONG 
ON MONSTERS HEAD* 
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hit drains vital 
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energy, so 
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careful 
movement and 



, , _ _ ’ 

precision 
shooting is vital! 






On the left, the Cellars with massed robofe charging at the Brigand. On the^ 
right, it's treasure time with masses of coins, gems and ooM to collect, loot is 
vital for Uiyina the enhanced stats and power-ups you'll need to survive the 
bier levels. bJow, yet more machines as you appr^h the heart of the 
immense Fortesque Mansion and the Chaos Engine itself! 



Below, we see the Brigand and Mercenary in combat in For^ue Mansion. 
On the left, the Brigand has just thrown some explosive, while on the riqht the 
pair find themselves ossaulM by clones. You have to be careful not to riioot 
your partner here! 




































GENTLEMAN: £2SOO 

This guy prefers to make a killing on 
the stock market, not the battlefield, 
but he still likes a bit of combat. As 
you might expect his health isn't that 
good, but he's smart and moves 
quickly >vhile his flame pistol is pretty 
neat. 

Special Abilities: Map, Distract 
Monster, Repel Monster and Party 
Power. 

BRIGAND: £2750 

A mugger with a fancy name and a 
rifle, basically. He makes his living 
holding up people and he certainly 
doesn't pass on his loot to the poor. 
Special Abilities: Shot Burst, Molotov 
and Distract monster. 


SCIENTIST: £2SOO 

The brainbox of the group, he's come 
along mainly to test out his new¬ 
fangled Lightning gun. His health is 
low, but he's nippy and 
unsurprisingly well-equipped with a 
sensible range of special abilities. 
Special Abilities: First Aid, Map, 
shield and Freeze. 





MERCENARY: £2750 

The team leader, this guy has plenty 
of experience from all-out war to 
being a politician's bodyguard. A 
good all-rounder with average 
health, speed and wisdom, plus the 
nifty main weapon of a rapid-fire 
Gattling gun. He is also, or course, 
completely insane! 

Special Ability 1: Explosives. 

Special Ability 2: Medical Pack. 

THUG: £3000 

This gargoyle-like character haunts 
the darkened alleys of London. He's 
neither smart nor fast, but takes 
some killing and his shotgun is 
extremely destructive. 

Special Abilities: Molotov and Air 
Burst. 


NAAVIE: £3000 

Ex-army, this guy built up his 
formidable strength by building 
roads and canals. Speed and 
wisdom are low, but his firepower is 
awesome with a cannon as the main 
weapon and two formidable 
specials. 

Special Abilities: Dynamite and Shot 
Burst. 




EVERY TIME YOU COMPLETE TWO LEVELS YOU GET A CHANCE 
TO SPEND YOUR LOOT UPGRADING VITAL STATS. 

A: That's you, that is. Well, the Mad Mercenary. 


B: Extra life. 

C: Skill. 

D: Health. 

E: Speed. 

F: Wisdom. 

G: Complete Training. 

H: Power-up Main Weapon. 


I: Buy Special Power. 

J: Buy Special Ability. 

K: Special Ability Inventory. 
L: Special Power Storage. 
M: Cost to buy. 

N: Money Remaining. 

O: Lives Remaining. 


A: The Brigand's stats include lives 
remaining, score and energy. 

B: The Mercenary's stats. 

C: Nodes remaining before you can exit. 
D: Money. 

E: The Brigand's Special Power: Shotburst. 
F: The Mercenary's Special Power: 
Explosive. 
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PUBLISHER: SPECTRUM 
HOLOBYTE 
SUPPLIER; VIDEO GAMES 
BOX 

TEL; 042S 616705 
PRICE: £59.99 


PLAYERS; 1-2 

SKILL LEVELS: 1 

CART SIZE: 8Mbit 

SAVE GAME: Password 

FEATURES: Simultaneous 

two-player 


OON~ri 

A MOVE UP. 

V MOVE DOWN. 
< MOVE LEFT. 
> MOVE RIGHT. 


CHANGE COMPUTER 
PLAYER’S ABILITY. 
ACTIVATE SPECIAL 
ABILITY. 

CAHNGE SPECIAL 
ACTIVITY. 

FIRE WEAPON. 


ROTATE 12.5° 
COUNTER CW. 
ROTATE 12.5° 
CLOCKWISE. 


PROS: The oddball, 
steampunk atmosphere is 
intriguing and originai, 
whilst the characters’ 
various stats, and the way 
they can be upgraded, add a 
novel tactical element to the 
gameplay. 

CONS: This is basically 
another Gauntlet clone - 
blasting your way through 
overhead mazes is rather 
dated and the graphics are 
much less impressive than 
they should be. 


Graphics 68 


Gameplay 73 
Longevity 75 



















At last! ML f ■ 

The classic arcade ^ jH S 
coin-op smash 

arrives on the ^ 

SNES- - * 

Guide Ace through trea^ es t de$:r~v the Inf auto Ra, 

save i rescu^ Kimmy! 

Over 50 animations from the coin-op original. 

Each level to complete in at least 2 different ways. 

Extra power-ups, lives, weapon^, speed. 

14 levels each with unique gameplay. 

Fly a spaceship through the deadly Power Tube. 

Using rocket skates, race through a rotating maze. 

Speed through the motorcycle chase v^wheelies and rai 
Survive the underwater caves . . 

with permanent laser fire. - .. .... 


“Space Ace” is a registered trademark owned by Bluth Group Ltd. © 1990 Bluth Group Ltd; used under license from Epicenter Interactive, Inc. Character designs 
Bluth; ALL RIGHTS RESERVED. This version of Space Ace is Distributed exclusively by Imagineer (UK) Ltd. Design and Copyright of the Software, Empire Softv 


Distributed by IMAGINEER (UK) Ltd. 

Unit 16, Progress Business Centre, Whittle Parkway, 

Slough, Berkshire SL1 6DQ 

Tel: 0753 671686 Fax: 0753671682 









PUBLISHER: TAITO 
SUPPUER: ZAP 

COMPUTER GAMES 
TEL: 0532 590077 
PRICE: £54.99 


PUYERS: 

SKILL LEVELS: 3^^^ 
CART SIZE: 

SAVE GAME: No ^ 
FEATURES: 3 Continues, 


^ MOVE UP. 
ra| MOVE DOWN. 
^ MOVE LEFT. 
^ MOVE RIGHT. 


ACTIVATE MAIN 
BATTERY. 

NO FUNCTION. 


TORPEDO/USER. 


little that’s original or 
dramatic about them, and 
for this jaded shoot-’em-up 
veteran the enemy’s best 
tactic was boredom, the 
tedium lulling me into 
mistakes. End-levei guer- 
dians are little better, a 
bunch of mechanized 
crustaceans which are 
used to pad the game msl 
Super Nova isn’t 
a bad game, m4 if you 
were a fan of Ihis 

would make an attractive 
rental or even budget buy (If either 
possibility were ever to happen!). 
However, as it is, this is just another 
second-rate blast-’em-up which will 
soon be forgotten. 


NO FUNCTION. 


Your woni i^phliBwes come true 
you're b^im oilaclnd 1^ o huge, 
mukn# ^op)l Above, o 
bocfc^^ rotates Mode 7 style. 


SWITCH TORPEDOS 
AND LASERS. 


PRO tip 

To Ku THE Muddy 
Crystal GUARDIAN, 
CONCENTRATE YOUR 
HRE JUST UNDER THE 
HEAD DOME, BUT KEEP 
MOVING TO AVOID ITS 
HREBAUS GETTING A 
HXONYOU. 


PROS: A choice of three 
fighters with individual 
superweapons and a good 
power-up system provides 
some depth. Also enjoyable 
is how you can choose your 
way through the levels. 
CONS: Enemy spritee 
are unremarkable, whilst 
mega-guardlans boast little 
in the way of menace or 
imagination. It’s too un¬ 
original to appeal to any but 
the most ardent genre fan. 




Pienfy of parallax scralliiM, but the 
sprites are small and the hydraulic 
doors puny (above). Below, a choice 
of three Sifv^ Hawk fighters. 


Graphics 

Sound 

Gameplay 

Longevity 


Ho hum, the Muddy Crystal Guardian and leKs be honest it really does look 
rather silly. A bright blue oiomechanical octopus thing with minima) animation 
bringIxKk Super R-Type, maybe slowdown isn't that bod after oill 


SAME OLD STORY. 

























J UKqE yov ALL TO MAKE yOUE WAy fi/hOj 
DOWN TO THE SHOPS &, BUy THIS IMMEDIATELy IT'S FAB.'! TOTAL .Xl/ jO JAN '94 



HE QBAPHICS AND SOUND ABE FAULTLESS... yoU COULDN'T POSSJBLy QO WBONQ 
WITH A copy OF My STICAL NINJA. I SMILED /%/% Ql 
^ ALL THE WAy THBOUQH IT. S UPEIi PLAyyU 10 JAN '94 . 









NBA Basketball has established Tecmo as 
masters of the SNES basketball court, so as the 
Super Bowl looms it’s no surprise to find an 
American Football sim on the way. Already a big 
hit on the NES, Ryan “MVP” Butt finds out if it’s 
got the strength to gain any yardage on the SNES! 


A series of fairly simplistic, but 
effective animated seq¬ 
uences open up the game 
with plenty of typically 
American razzmatazz. It’s a 
less than subtle attempt to 
give the game 16-bit 
gloss, but unfortunately 
in-game its 8-bit origins 
remain all too obvious. 

The sprites are positively 
microscopic, which may 
work for Sensible Soccer 
but with the rough tack¬ 
ling action of American 
Football it becomes very 
confusing. Too often you 
lose track of the ball and 
end up chasing after the 
wrong receiver, only to 
find that someone else 
has just dashed 40 yards! 

Close-up animated seq¬ 
uences add glitz, but 
hardly compensate for 
this serious flaw. 

Another legacy of its 
8-bit origins are the paltry 
eight plays to choose 
from - four running and 
four passing. This admittedly makes 
the game easy to get into for be¬ 
ginners - with so few plays it doesn’t 
take long to get the hang of things - 
but half the fun of American Football is 
tactical sophistication. Madden ’94 is 
absolutely crammed with interesting 
and varied plays, making Tecmo 
Super Bowl seem more of a repetitive 
process than an exciting experience. 

The game’s limitations are similarly 
exposed with kicking. If your team is 
going for a 50 yard field goal 
(conversion), all you have to do is 
press a button and line-up a small 
arrow with the posts to be successful. 
Power doesn’t even come into it, it just 


becomes a tiresome process 
completely lacking any challenge 
whatsoever. In Madden, by contrast, 
kicking is a tense, nail-biting way of 
evening-up the score and breaking- 
down the monotony of normal passing 
and running techniques. 

The one area where 
the game does have a 
slight edge is off the 
pitch. Unlike most other 
American Football gam¬ 
es, Tecmo allows you to 
take on the role of head 
coach. Take the physical 
condition of the players 
for instance, as the game 
progresses, certain play¬ 
ers become tired. By 
analysing the players’ 
data, you can decide 
whether or not they’re fit 
enough to finish the 
game. This is especially 
involving as the game 
boasts up-to-date team 
rosters - all the real 
names make the game 
much more realistic. 
Sadly, this is hardly 
enough to rescue the game from 
relegation. It’s easy to get Into and 
thus enjoyable for a short while, but 
lack of variation and sheer simplicity 
spoil any long-term enjoyment. A 
major fumble! ^ 



r#.: 


PRO tip 

Always try to start off 

A NEW DOWN BY 
RUSHING, THEN TRY A 
THROW ON THE SECOND, 
LEAVING THE THIRD AND 
FOURTH FREE TO TRY AND 
MAKE UP ANY EXTRA 
YARDAGE IF THE THROW 

wasn't successful. 



A nice inclusion in the game is the half time show in which the cheerleaders 
come on do their stuff. I hope the torrential downpour doesn't ruin their fancy 
hairdos though (above)! The Jets attempt the extra point conversion after 
scoring against the Bears (below). 
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The simple play book below displays the various plays available on the drive. 
Although you can only choose between the four passing and rushing plays 
available during the match, they do vary depenaing on which team you 
choose to play (oelow). 
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OPTIONS, HUT! 



I n Jecmo Super Bowf there are three different game 
modes to cimose from. Preseason Game (A), Season 
Game (B) and Pro Bowl (C). It's advisable to start off by 
playing a Preseason Game to get to grips vnth the controls 
ana practice making plays. The Preseason Game basically 
allows you to pit any two of the 28 NFL teams against 
each otner in a friendly game for pure self gratification, 
safe in the knowledm that if you lose, what the heck, it 
doesn't matter! On tne other nand, the Season Game 


requires more skill and concentration as you lead the 
team(s) of your choice throi^h a gruelling ISweekseason 
and hopefully into the divisional play-offs for a chance at 
winning the prestigious Super Bowl trophy. 

The final models Pro Bm, which is a variation of the 
Super in which both NFL divisions (AK and NFC), pit 
two teams consisting of the leagues strongest players 
against each other in a crowd-pleasing extravaganza to 
round off the season. 



John Elway of the Denver Broncos attempts to put 
that magic arm into action to gain some important 
yardage against the Giants (right). The snowy 
conditions are hazardous for running plays (below)! 
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Going into the fourth quarter, there's little in 
it between the Dolphins and Bears (above). 
Denver's wide receiver storms into the end 
zone to score a cracking touchdown (right). 
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PUBLISHER: TECMO 
SUPPLIER; ZAP COMPUTER 
GAMES 

TEL: 0532 590077 
PRICE: £54.99 


PLAYERS: 1-2 
SKILL LEVELS: 

CART SIZE: 8Mbit 
SAVE GAME; Battery back-up 
FEATURES: 3 year seasonal 
schedule, varying 
weather conditions, 
coach mode. 


A MOVE MAN LEFT. 

V MOVE MAN RIGHT. 

< MOVE MAN BACKWARDS. 
[> MOVE MAN FORWARDS. 

V/O SELECT A RECEIVER 


LOOK AT DATA, 


SNAP/ KICK. 


THROW. 


NO FUNCTION 


NO FUNCTION 


PROS: Real player 
names and a good coach 
option make involving 
tacticai detail. Unusually for 
an American Footbail game, 
on-pitch action is easy to 
get into and good fun to 
play at first... 

COJNS: ...but the iack of 
depth ruins long-term 
interest and the game isn’t 
helped by poor graphics 
and weedy sound. 


Graphics 56 
Sound 49 
Gameplay 61 
Longevity 67 


SUBSTITUTION TIME! 
































































































BIGGER, FUNNIER, BEHER 

THE ULTIMATC 
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Golly Gosh I don't remember this in 
the filmi Dorothy confronts the 
malicious set of cnottering teeth 
(above)! Dorothy kicks seven shades 
out of this loveable Crow, and she was 
such a lovely giH in the film (belov^l 


It was inevitable that after 
being shown every 
Christinas since the year 
dot, someone was bound 
to convert the Wizard of 
Oz to cartridge. However, 
almost fifty years on, can 
the lion, the scarecrow 
and the tin man still pull it 
off? Sam Hickman pulls 
on her sparldy red shoes, 
clicks her heels three times 
and sets off to Emerald 
City to investigate. 


$japm mmm m4 


T here’s something about the 
Wizard of Oz that auto¬ 
matically goes with Christ¬ 
mas. It could be something 
to do with numerous Boxing 
Day repeats, or maybe it’s 
just the whimsical feelgood nature of 
the film. However, Seta have decided 
to use artistic licence a little too much 
for my liking; although the game aims 
to follow the film’s plot, it does it in the 
most flimsy of ways. There’s no 
wicked witch to greet your 
arrival, there’s no munch- 
kins and there’s no jolly 
singing either. Instead, 
you’ve got a few dumb 
looking cats, a couple of 
vultures and some rather 
twee munchkin houses to 
search. Now correct me if 
I’m wrong, but in the film I 
don’t remember Dorothy 
having to spend hours 
killing one enemy after 
another by kicking them, 
nor do I remember her 
turning her hand to petty 
crime. To her credit she is 
equipped with a Toys “R” 

Us-esque magic wand, but 
even at her best she looks 
more like Ma Larkin than a 
dainty young girly. 

Dot’s ultimate aim is to 
reach the Emerald City, find 
the Wizard and get sent back home to 
Kansas. To do this, she needs to 
combat nasties, collect yellow bricks 
and jewels and earn tickets to open 
the Emerald City gates. While most of 
the items can be collected by just 
walking through the levels, to obtain a 
ticket you’ll need to collect a bone, 
then solve the puzzle it contains 
(these are located in the trees). This is 
where Toto comes in handy; with his 


help you can solve simple math¬ 
ematical puzzles or anagrams. 
However, it’s far more fun to try getting 
the puzzles wrong a few times first 
-watching Toto plummet to his death 
from several thousand feet is more 
satisfying than the rest of the game 
put together. 

The game dawdles along in the 
same platform-traditional jump, punch 
collect and solve routine for what 
seems like an eternity. Dorothy has to 
visit many different lands, 
all of which are ultimately 
identical, with little in the 
way of action to spruce 
things up. Even finding 
mates such as the lion or 
the tin man isn’t much fun, 
as when you come to use 
them, you’ll find they’re 
exactly the same as 
Dorothy, only with different 
clothes on. Both graphics 
and sound are mediocre, 
with only the main sprites 
standing out as having any 
kind of detail. The back¬ 
grounds are fairly well 
drawn but then it’s hardly 
enough to save this totally 
dull adventure from relo- 
gation to the bargain bins. 

It’s obvious that this is 
aimed at the younger end 
of the market, but I can’t 
see many kids picking it over the 
excellent Mr Nutz, or even the just 
above average Plok. It doesn’t have 
any short-term rewards, it’s not 
polished enough and it’s too difficult to 
capture the age group it’s aiming at. 
When you think of how good this could 
have been, you can’t help thinking that 
it’s an immense waste. Even a run-of- 
the-mill RPG would have been better 
than this pap. ^ 


PRO Tri \[j' 

Change 

CHARACTERS JUST 
BEFORE you’re 
ABOUT TO DIE. ThA, 
WAY you’ll get 
MORE PLAYING TIME 
AND WHEN YOU 
SWITCH BACK TO 

Dorothy, you’ll 

RND HER ENERGY 
RESTORED. 
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I AA O R X 



PUBLISHER: SETA 

SUPPLIER; ZAP COMPUTER 

GAMES 

TEL: 0532 590077 
PRICE: £49.99 I 


PLAYERS: 1 
SKILL LEVELS; 1 
CART SIZE: 8Mbit 
SAVE GAME; Password 
FEATURES; Platform 
gamepiay (yawn). 


A MOVE UP/ENTER DOOR 
V MOVE DOWN/DUCK. 

<! MOVE LEFT. 

> MOVE RIGHT. 

KICK. 


THROW. 


FLY/USE PITCHFORK/ 
USE AXE/USE CLAW. 
JUMP. 


NO FUNCTION, 


NO FUNCTION, 


„ : L r: - A nice happy-go- 

lucky theme, and a licence 
with huge potential. Should 
appeal to the younger SNES 
ownerst 

The graphics are 
bland, the gamepiay is 
completely dull and there’s 
hardly any action to be 
found in the game. 


Graphics 65 


Gameplay 51 ! 
Longevity 50 ' 



































player, split 
screen display 


Choose your car and driver for the 
perfect race 


• 3 modes of play - 
Free run, practice and 
World Championship 


COURSE 6 nS; ^ 

:Hli|llilH IIIIV 1 

;;iiiir;i.r eef 


16 tracks, 7 car designs 
and 14 named drivers 


The famous track at Monaco has 
many chicanes and a tunnel as 
shown by the dotted lines 


5 ways to customize you 
car (breaks, tires, 
suspension, wings and 
transmission) 


e:« 2 ^ “ CEJoncziirai 

5? 'j'7 oaa- 'at 


»Save your favourite 
car settings as well 
as your best 
races 


Customize your car’s features to 
suit course conditions 


ailable on: 


The ^ 


GAMEBOf 


The best 2 player FI driving 
simulator available on the SNES 
and GameBoy (up to 4 players can 
play on the GameBoy if you own a 
4 player adapfor) 


UBI SPORT 


UBI SOFT Ltd. 
Finchley House 
707 High Road 
North Finchley 
LONDON N12 OBT 
Tel: (081) 343 9055 


LICENSED BY 


FORMULA! 

WORLD 


Nintendo 


Licensed by FOCA To Fuji Television. Super Nintendo: 1993 Human Entertaiment Inc. GameBoy: 1993 Varie Corporation / © 1993 Ubi Soft. Nintendo 
Super Nintendo , Game Boy ^ entertainment system, the Nintendo product seals and other marks designated as “TM” are trademarks of Nintendo. 

































H o hum. Chezni, son of a 
simple peasant, is some¬ 
thing of a child prodigy and 
singlehandedly, he is ex¬ 
pected to revive the ancient 
ways of Reiyold once more. 
At the moment though, there are more 
urgent matters to attend to. An evil 
dictator, Zaygos, is about to invade 
the land and if he 
succeeds, the whole 
world will be destroyed. 

To isave the world, 

Chezni must defeat 
Zaygos and all his evil 
troops, without harming 
anyone else. Yes, this is 
your standard RPG plot 
and quite frankly, it’s 
getting almost as ridic¬ 
ulous as the ever- 
wearing platform synd¬ 
rome. 

Once you’ve waded 
through all the story¬ 
telling niceties, you’ll find 
that, yet again, this is 
your middle of the road 
RPG. Some attempts 
have been made to vary 
the traditional storylines, 
but they seem to be tacked on to the 
main plot in a vain attempt to disguise 
the mediocrity of the adventure. In line 
with the recent RPG trend, it’s 
possible to recruit different people to 
join your quest, but more often than 
not, it simply means going through 
exactly the same routine as with one 
person, only over and over again for 
your whole party. The only time it 
makes any difference having these 
people anyway, is when participating 
in the most tedious parts of the 
adventure - the battle field. Fighting 
against various monsters takes up at 


least 50% of the gameplay, and 95% 
of the frustration level. 

More often than not, you’ll bump 
into to some incredibly hard meanie in 
between lands, and you’ll be killed 
immediately. This means you have to 
spend untold amounts of time gaining 
experience points and doing not a lot 
else. Very interesting. Even when you 
do reach a new town or 
bump into a “wise man”, 
the plot is so incredibly 
predictable, it’s hardly 
worth going through the 
motions. 

One huge flaw to be 
found in the game is that 
there are no instructions 
anywhere indicating what 
various items do. Okay, 
most of the tools are 
fairly obvious, either 
increasing magic or hit 
points, but if you try to 
buy items from the shop, 
no explanations of their 
purpose are given, and 
they can’t be found on 
the instruction manual 
either. This means that 
you either have to get by 
without them, or you have to buy 
them, then try them out. And, seeing 
as how most of the items cost around 
100 Gold and you only get two Gold 
for killing a monster, this is a fairly 
dodgy method of finding out! Another 
flaw is the battle control method. You 
have eight tactical choices in a battle, 
and although the eight directions on 
the joypad are supposed to 
correspond to the choices, it’s nigh on 
impossible to get the joypad to select 
four of them. It’s also quite unfortunate 
that the four you can’t choose happen 
to be the most useful options. 


EID 
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PRO tip 

Don't waste your magic 

POINTS TRYING TO WASTE 
THE DEMON AT THE 
BEGINNING OF THE GAME. 

He can't be destroyed 

ANYWAY, SO JUST LET HIM 
KNOCK YOU UNCONCIOUS! 


Graphically, this is by no means a 
shameful effort, although again, they 
could be neatly slotted into any RPG 
over the last three years. There is a 
tremendous amount of variety 
throughout the cities and villages you’ll 
visit, but it’s all far too old-fashioned 
and twee to really make an impact. 

In all, this is unlikely to please 
anyone except an RPG newcomer or a 
complete adventure freak. There’s just 
nothing new in it, and even what is 
there, is so completely tedious that it’s 
hardly worth the bother. Approach with 
extreme caution. 


A vast adventure W boasting everything from 
dragons to spaceships. Paladin's Quest \s the most 
recent of a wave of import RPGs. While most of them 
are fairly unimaginative, there have been some real 
gems with Secret of Mana by far the best. Sam "on a 
mission" Hickman finds out how the latest shapes up. 
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Nasicuot introduces himself eariy in 
the game, then promptly disappears, 
Not very helpful, considering Ms 
supposed to oe your mentor! Below, 
one of the villa^ you1l visit, filled 
with some rather odd people. 




Yuk! This is just the 
sort of thing RPGs 
should stay away 
from! Obligatory 
mundane weapon 
shops, which never 
stock anything you 
can afford, and 
screen after screen 
filled with boring 
text. RPGs have 
never been 
renowned for their 
action, but now and 
again, this theory is 
taken a little too far. 
Mind-crunchingly 
boring, and tedious 
to the max! 


FEBRUARY 1994 




PUBUSHER; ENIX 
SUPPUER: ZAP 

COMPUTER GAMES 
TEL: 0532 590077 
PRICE: £59.99 


PLMTERS: 19 
SKILL LEVELS: 1 1 
CART SIZE: 8Mbit 
SAVE GAME: Yes 


FEATURES: The age-old RPG 
format! 


^ WALK UP. 
^WALKDOWN. 
SpWALKLEFT. 
SIWALK RIGHT. 



ACCESS COMMAND 
WINDOW. 

CHECK MAP. 


TALK/EXAMINe 
EXECUTE ACTION. 
CANCEL UST 
ORDER. 

NO FUNCTION. 


NO FUNCTION. 


s It’s a massive 
adventure that certainly 
gives good value for money 
In terms of size, it should 
keep you entertained for 
months if this is your kettle 
offish. 




CONS: But the game 
isn’t original in any way, and 
non-fans of the genre won’t 
be persuaded by bland 
graphics and tedious 
gameplay. 


Graphics 78 
SOUMD 71 
Gamepuy 70 
Longevity 80 



NOT A QUEST TO BE 
UNDERTAKEN UGHTLY. 


SUPER 





































































This state-of-the-art, 16Mbit RPG comes to the SNES 
surrounded by a deluge of hype. After scoring big 
hits on the K and Mega Drive, Westwood 
Associates have put over a year of development 
into their first SNES game. Sam "HP5" Hickman 
grabs a pint of Guinness, and sets off to Ireland to 
check it out. 


G iven that the developers of 
Young Merlin were deter¬ 
mined to create an out of 
the ordinary game, you 
could say that this has had a 
better start in life than most 
traditional adventures. Unfortunately, 
the game begins on a bad note, as the 
storyline is rather pathetic. As Young 
Merlin, you step out of your house just 
in time to see a young maiden falling 
into a river and being swept away by 
the current. What can you 
do but rescue the helpless 
wretch? 

Fortunately, this is where 
the age-old cliches end. 

Yes, you are going to have 
to rescue the fair princess, 
but the way you go about it 
is going to be very, very 
different. For a start, this 
is an adventure that con¬ 
tains just one word - 
“meanwhile.” This totally 
eliminates boring textual 
interludes and, of course, 
means the adventure is 
open to those of even pre- 
reading age (in theory at 
least!). Although there is no 
text, you’re not left totally 
clueless as to your next 
move. Ideas pop into Mer¬ 
lin’s head from time to time and these 
are displayed on screen, giving clues 
to solve problems. 

Initially, the puzzles are easy 
enough, and the reward for solving 
them is often a jewel. Throw this into 
the lake and you’ll receive a new item 
to help you in your quest. Items range 
from spells to flowers, bubble-blowers 
and even a Merlin-inflating balloon! 
The gameplay progresses in this way, 
with Merlin solving simple puzzles 
such as finding a spanner to mend a 


mine cart, giving a rose to a young 
maiden to win her hand, and so on. 
Because there’s so many sub-tasks, 
it’s very difficult to get bored, although 
at the same time their ambiguity can 
be confusing. 

Another unique element is the way 
the game alternates between different 
gameplay styles. Although the 
adventure is fairly linear, you’re free to 
wander around the environment, and 
on your travels you’ll change between 
puzzles, combat and arc¬ 
ade action. This helps keep 
attention levels high and 
always leaves you wond¬ 
ering what’s going to 
happen next. 

Passwords are also 
given out frequently, which 
is a good job, as some of 
the sub-levels are rather 
tricky. Don’t get me wrong, 
the whole game could 
probably be finished in a 
couple of days, but there 
are a few rather niggly bits. 
One of these is the dreaded 
mine cart level - a source of 
frustration on nearly every 
video game produced! This 
mine stage is very different 
from most others though, as 
Merlin creates a makeshift 
skate-board, instead of hopping into a 
mine cart. Then, instead of ducking 
the obligatory obstacles, you steer the 
board around a maze of railway tracks, 
trying not to crash into the mine walls! 

One of the best elements of this 
adventure has to be the graphics. A 
wonderful array of bright colours have 
been used and this gives the game a 
brilliant cartoony atmosphere. All the 
sprites are huge and an enormous 
amount of attention has been paid to 
fine detail. Humour is even conveyed 


PROtip 

Don't forget to 

REFILL YOUR MEDICINE 
EVERY TIME YOU 
DRINK IT, AS IT CAN 
BE USED AT ANY 
POINT IN THE GAME, 
GIVING YOU AN 
EXTRA LIFE. 



Every time you find a gem, you hove 
to return to the lake. By throwing the 
gem into the lake you'll receive a 
useful item - this one is a star which 
can defeat enemies. 

through the sprites’ faces, which 
again, helps the cartoony feel of the 
adventure. 

There is one disappointment 
though: according to the developers, a 
huge 4Mbits was devoted purely to the 
game’s sound. While the classical 
theme used works well and the spot 
effects are great, it doesn’t really 
stand out from other SNES titles with 
great sound such as Rock ‘n’ Roll 
Racing, or Super Putty. The only other 
aspect which doesn’t completely work 
is the lack of text. As mentioned 
before your tasks are often far too 
ambiguous, but I suppose that all 
adds to the try-and-learn style of the 
game. 

All in all, this is a brilliant adventure 
that manages to combine many 
different gameplay styles in one 
superb package. It may be a bit too 
easy for most players, but it’s certainly 
great fun while it lasts and fairly 
original too. ^ 



Above, the fairy explains that some 
horrid little creatures have stolen her 
reflection. It's up to Merlin to find it 
and bring it back. 
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In later parts of 
the adventure, 
the puzzles 
become much 
more difficult. 
To complete the 
above level, 
you'll need 
some strange 
tactics to stop 
this evil-looking 
machine! 






If you get stuck , 
there are usually one 
or tv/o pointers to set 
you on the right 
track. Every time a 
problem is 
encountered, the 
item needed to solve 
it is also given. If 
you can't solve it 
after that, you really 
do need help! 


Above, to defeat the pig. Merlin will have to use the freeze spell. This will stop 
the pig from throwing axes at you, and you can then use another spell to 
defeat him. Below, to get through this level, you'll need to renew your air 
supply frequently. You'll be glad to know that any wandering mermaids will 
gladly oblige! 



When you begin the game, you'll spend much of your time 
wandering around the environment, trying to suss out what 
to do. It shouldn't take you long though - the puzzles aren't 
exactly difficult and there are millions of clues strewn all 
over the place! 
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Merlin uses his carpentry abilities to 
fix this broken mine cart. Thankfully 
though, he doesn't plump for the 
most obvious option, and decides to 
create a makesnift skateboard 
instead. Gnarly dude! 


♦ 



* 











mk 






_ ~~ _ 


Being a young vAzard 
isn't all woric, woik 
work, you know. Even 
hard working students 
(dll in love mm time to 
time and Meriin has 
fallen for this young 
maiden hook, line and 
sinker. Ah, young love 
eh, pity herfoth^s 
ke^ng a strict eye on 
any potential 
developments though. 







PUBLISHER: VIRGIN 
TEL; 081 960 2255 
PRICE; TBA 
OUT: February 


PLAYERS: 1 
SKILL LEVELS: 1 
CART SIZE; 16Mbit 
SAVE GAME; Password 
FEATURES: A bit of 
everything! 


GONTI 

A WALK UP. 

V WALK DOWN, 
< WALK LEFT. 
|> WALK RIGHT. 


NO FUNCTION, 


USE OBJECT. 


NO FUNCTION, 


FIRE WEAPON, 


SCROLL THROUGH 
OBJECTS. 

SCROLL THROUGH 
OBJECTS. 


PROS: Brilliant graphics 
and some lovely touches of 
humour give this excellent 
game a universal appeal. It’s 
obvious that this has been a 
real labour of love and 
quality shines through every 
aspect of the game. 
CONS: The non-use of 
text doesn’t work too well 
and the sound, whilst top- 
notch, doesn’t quite live up 
to all the hype. 


Graphics 91 


Gameplay 89 
Longevity 80 


BRINGS THE ARTHURIAN 
MYTHTOTHE90’S! 
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ccording to the hype, Zool’s 
purpose in life is to fight for 
the Nth dimension, to 
force of freedom 
^^|pS^^^, and imagination against 
iiS'} attack from Krool. His debut 
mission begins with him crash-landing 
on a planet visited by Krool - all its 
creatures turned into dull, unhappy 
forms. To liberate them Zool must, erh, 
destroy them! The action takes the 
form of a 28-level platformer, split into 
seven distinct worlds, each with their 
own graphic style. 

So far, so Sonic. However, while 
loots similar to most platform games 
in that the main objective is to jump, 
shoot and find the exit, it has far more 
enemies than the average platformer. 
You can hardly take a step 
in any direction without 
having to stop. This is 
especially annoying when 
you consider that one of 
Zool’s supposed strong 
points is his speed. While 
he can get up to some 
admirable speeds, you’ll 
hardly get the chance to 
use it, as most of your time 
is spent getting rid of 
enemies. 

Accolade’s Sonic clone, 

Bubsy, suffers from a 
similar problem but there 
the graphics are at least 
scaled for a console. The 
ant-like Zool has none of 
Bubsy’s ebullient charm. 

Leave the bobcat alone and 
he mugs at you hilariously. 

Zool just taps his foot and glowers. 
According to Gremlin, Zool’s one of 
the most versatile characters around. 
While Sonic and Bubsy are limited to 
jumping on things, Zool can perform 
back-flips, sword-slashing spin 
attacks, sliding attacks and even has 
an unlimited ammo gun for blasting 
things! Which sounds great, but none 
of them are animated particularly 
brilliantly and they’re not all that 
useful. Packing in all sorts of neat 
moves Is easy enough, it’s making 
them usable that’s the thing. If you 
give a character a gun it should be 
fairly effective. Zool’s isn’t - if you’re 
running at speed and a creature 
appears you have time for one shot. 
Most creatures take a lot more than 
that to kill. 


On safer, and simpler, 
ground Gremlin do at 
least provide most of 
the standard power- 
ups. There’s smart 
bombs, invuln¬ 
erability and a 
Zool-shadow to acquire, 
which follows you 
around for a few 
seconds, doubling 
your firepower. These 
are good fun, and 
as both Mario 
and Sonic 

show, having masses and 
masses of points boosting 
goodies to collect is always 
nice. And on Zooi, they’re 
actually a requirement; 
if you don’t pick up at 
least 40 bonus items 
finding the exit point - a 
special gold coin - won’t do 
you any good. On most 
levels this isn’t too much of 
a problem and the exits are 
easy to find. However, the 
guardian levels seem to 
take special pride in being 
especially irksome. 

This is noticeable from 
world one and quite frankly, 
is the most annoying part of 
the game. The progra¬ 
mmers seem to have put 
their heads together and 
come up with one of the 
most frustrating games this 
side of Blues Brothers. Time 
and again, I killed the bad¬ 
dies, jumped the platforms and waded 
through the pathetic treacle rivers, 
only to slide off a platform at the 
crucial moment. Which usually means 
going back to an earlier stage in the 
level, to begin the process all over 
again. 

Don’t get me wrong, Zool isn’t a 
bad game. The graphics retain their 
garish appeal throughout the Music 
World, the Toy World and the Funfair 
World, although many of the 
backgrounds and sprites are glaringly 
simple. In many places, the graphics 
look messy and you’ll find that instead 
of paying attention to detail, massive 
blocks of single colours are strewn 
around the landscape. Which isn’t 
surprising when you compare 
Gremlin’s resources to multi-billion 


PRO 

When against the 

COMPUTER, STAND ON 
THE OTHER SIDE OF 
MINES AND YOUR 
OPPONENT WILL 
FOOLISHLY DASH INTO 
THEM IN AN EFFORT 
TO REACH YOU. 


dollar corporations like Nintendo and 
Sega. Zool takes on the big boys on 
their home territory with barely a new 
concept in sight. The graphics lack 
detail and gameplay is frustrating. If 
you had an Amiga this might be one 


of the best games about, but on 
SNES Zool is way out-classed. 
Hopefully, the Inevitable sequel will 
copy Ocean’s year-long development 
of Mr Nutz and provide similarly good 
competition for the Japanese. 5P 


Sot ■ - 
thattfii: 

slipped onto v n i- in 
arises ifn, ■ 

compete wHu jTJtAtiOf 
Nutz. Sam "nifijo" ' 

investigates. 
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PLAYERS: 1 *^7 

SKILL LEVELS: 3 
CART SIZE: 8Mbit 
SAVE GAME: No 
FEATURES: Fast-paced 
platform action. 


PUBLISHER: GREMLIN 
SUPPLIER: GREMLIN 
TEL: 0742 753423 
PRICE: TBA 
OUT: January 


A NO FUNCTION. 

V CROUCH. 

<] MOVE LEFT. 

I> MOVE RIGHT. 

XO function. 
YQ jump. 
aQ NO FUNCTION. 
BQ fire. 

SPIN. 

CO 


As well as being a top platform game, Zool also boasts a 
rather excellent music-learning program. Simply get to level 
two and then dance away to your heart's content on the 
ivorys of the nifty organ! Okay, so you won't reach Mozart's 
standards but it's jolly good fun nevertheless! 






O w- 


Flipping 'eck! It's the attack of the 
killer tomatoes...er and oranges 
(above)! Surfin' USA, our hero from 
another dimension rides the 
chocolate waves like a true beach- 
bum (below)! 










Bright, cheeriul 
graphics, extremely fast 
gameptay and lots of levels. 
Zool himself is an attractive 
sprite and the presentation 
and pre-game intros are 
entertaining and slick, 
i But the graphics 

themselves are rather 
simplistic, there’s very little 
variety and the gameplay is 
-both monotonous and 
frustrating. 

Graphics 71 


Gamepuy 

Longevity 


SCOFJE 


SCOF8E 


MORE KROOL THAN ZOOL! 
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m i ilEED TO 

feplay has both a Universal Adapfortand^ 
fqtest releases even as import and crack ther^i^^ 


GAME 


le, infinite lives) unlimited energy, 
cts, extra fuel/ammo-play on any 
ne invincible with the Action Replay 
idge for your SUPER NES'T^ Console. 

MEGA CHEAT INPOT SCIIteEN . 

) Novy^ you can input upto 100 different cheats on any game 
at one time. This new feature allows you to customise your games 
I with as many cheats as you like - all at once. Imagine - infinite lives, unlimited 


Just imagi 
special eff 
level. Becc 
MK 2 Cart 


super high jumps, double speed, unlimited weapons. 


energy, special moves 
infinite re-tries, custom colours, special magic etc. etc. - all at once? 
Well now you can with the new Mega Cheat System. 


01359 T 66010 


”Dead Codes” are super cheats which effectively enable 
to re-write whole sections of the game giving total control 
No other product features "DEAD CODES". 


Action Replay has always allowed you to input not only the thousands of cheats found In the 
cheatbook supplied or from the huge number of cheats published in magazines each month - but 
the feature that has always put Action Replay ahead of any other cheat system is its unique game 
trainer (cheatfinder) feature. Now the game trainer is even better with improved game cracking' 
routines plus new menu systems which make cracking open your games now even easier. 


NEW SLO MO FEATURE 


With this unique feature you have total control 
of the speed of the whole game. You choose 
from about 10% to full speed very effective with 


This unique adaptor feature 
Dlay even import titles has a 
jd. Now you can even p\a) 


most games! 


lames 


UNIVERSAL CHEAT SYSTEM 


Only with Action Reptay can you use the same'dheaf 
So if you see a che'at in the ManubI or a Magazjlne y 


UK, US, and Japanese versions of rpost galnes 
can usje it with even qn imported vehion of tha 

i I ■ ! i 


game. No other cheat sys jtem cah do this ! 


in-NOW!! 














DVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, 
OKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 
TECHNICAL/CUSTOMER SERVICE 0782 744324 


UNIVERSAL ADAPTOR! 
i-1 qNLY-e|4.99 --[ 


The Universal Adaptor feature of Action Replay 2 is available seperately! 

NEW^yO . rj , j •; 

J-r oh y ■>id =r:J'ji ^ ^ • p y•'-; r ^ : -j.- ' ► r- 


C3 24 HOUR MAIL 
^ ORDER HOTLINE 
^0782 744707 


ORDERS NORMALiLY 
DlSPATCHEp WITHIN 48 Hrs. 



DON 


HOP 222, TOTTENHAM COURT RD, LOlviDON,| W1. TELzOjzi SSb 646jo 




























Mega Drive Madden mode such a brilliant play, 
even people wHh no interest in gridiron were 


you had to wait for the computer to 
make its choice, then wait for 
offensive and defensive lines to 
organise themselves. Thankfully, the 
programmers have picked up on this 
and ’94 is completely free of 
unnecessary waiting around. 

Another welcome 
improvement an 
increase in the number 
of plays. Claims of 72 
new offensive options 
seem a little hard to 
believe, but nevertheless 
it all adds up to a 
pleasingly sophisticated 
tactical game. At the 
same time beginners are 
given a chance, as the 
HHHHI computer will automat- 
ically do almost every- 

NAP Su TO *^'"9 y®" 

chose to take over. In 

fact, all kinds of people 
THE LINE OF g^e bound to be drawn 
TORE YOU into this game because 
..ThisWILL up to five people can 
SIANT TEN play via a Multi-tap. This 
i DIRTY PLAY, tricky to get used to at 

TIE helps! everyone 

has mastered their field 
positions, it makes for compelling play 
all round! 

In short, anyone remotely inter¬ 
ested in American football will 
instantly love this. It’s got the glitz to 
get you hooked instantly and the long¬ 
term depth to keep you coming back 
time after time. Forget Tecmo Super 
Bowl and all those other Inferior 
efforts - this is the undisputed king of 
the American football sim. 


Having remained on fhe Gkinfs ooal-line for three downs, the Dolphins make 
a risiy fourth down decision to mrge in for the six touchdown points, rather 
than going for the three on offer if tl^ succeeded with a field g<xil. 
ThanidFully though the risk paid-off (above). 


Having Kored the touchdown, the Dolphins now attempt the extra point 
conversion. The vertical meter indicates the power and must be at the highest 
point to achieve maximum yardage. The honzontal meter indicates direction, 
and must always be aligned with the centre post. 
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John Madden '94 features a 
variety of different playing 
surfaces and weather 
conditions to test your 
quarterback skills to the limit. 
Play can take place on grass 
or artificial turf (both indoors 
and out) which provides better 
traction for the players. 

Should you choose to play in 
an open air stadium, you'll 
have to negotiate, fair, windy, 
rainy, snowy, and changeable 
weather. Naturally windy 
weather tends to throw the 
ball off course in the air, so it's 
best to use running plays 
v/herever possible. Rain and 
snow can cause similar 
problems, makinq the pitch 
very slippery ana the ball 
hard to grip. When playing in 
changecmie weather 
conditions, you're likely to 
experience the worst of all 
three. Choose fair weather at 
the beginning, as it's ideal for 
executing all plays without 
having to compensate for 
nature's little trials! 




‘m 


^ . .ifi. ■, 
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RAIN 






























The Houston running bode 
scrambles o few extra 
yards against the ever 
defensive Bears (above). 
Tfie stone-foce rrf signob 
on inferceplion (leA). The 
players woit oround like 
zombies eager to receive 
instrucrions os to what the 
next play wiH be (bekMi 


When a passing play bos been selected, the quarterback must press B to snap the 
bail, them B again to open the receiver window. t4ow check for an ovailaUe 
receiver and mess the appropriate button displayed at the foot of the window to 
pass to that player (belo^. 



The ever popular Action Replay Mode reaches its zenith 
with this super sophisticated option. It enables you to 
play back tnrougn the previous play and slow down 
the action to pinpoint tne exact movements of your 
players. By pushing L, or R you can also rotate the 
pitch around 360 degrees to capture different angles. 
The controls also allow you to play the action frame by 
frame, fast forward, rewind, or just watch it again at 
normal speed. 


■. 






























































































The damp pHch conditions make 
gripping the ball a massive feat in 
its(^. If you're hit hard by a 
defender, you're likely to fumble the 
ball thus Mndirm possession over to 
the opposma skfe (above). The phy 
book to the left shows the wide 
number of different options available 
for your offensive drive. 


F10.P GOAL 


If the quarterhock or ball carrier is tackled in 
their own end zone, then the other team will be 
awarded with a Safely worth 2 points (above). 
After a devastating 90 yard drive, the Dolphins 
finoHy succeed in penetrating the Giants' end- 
zone (righ^. 


After each game, the huge mountain 
that b Mr. AAoddm steps on field to 
share hb posFgame thoughts with 
you (belo^. 
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PUBLISHER; ELECTRONIC 
ARTS 

TEL; 0753 549442 
PRICE; £44.99 
UK RELEASE; Easter 


PLAYERS; 1-5 4< 

SKILL LEVELS; N/A As- 

CART SIZE; 8Mbit 
SAVE GAME; Password 
FEATURES; Excellent action 
replay mode. iB 


OOIM 

A RUN FORWARD. 

V RUN BACK. 

<] RUN LEFT. 

1> RUN RIGHT. 

CALL FAKE SNAP/ 
HURDLE. 


SAFETY? 


SNAP/THROW. 


NO FUNCTION 


NO FUNCTION 


Fantastic 

graphics, glitzy presentation 
and good controls make this 
a very easy game to get 
hooked on. Long term 
appeal is assured with 80 
teams, real player names, 
multiple play modes, 
playoffs, a Super Bowl and a 
full NFL season. Great five- 
player multitap option. 

Won’t appeal to 
everybody, and sound is 
only average. 


IN THE BIG LEAGUE 


WILD CARO 
PLAYOFFS 


Graphics 88 


ijofprmpi. 


Gameplay 94 
Longevity 92 


As well as the regular game, where you ploy against a friend or the 
computer in a preseason match, there are options to play through an entire 
season. The playoffs feature 38 of the greatest teams ever, and the 
Franchise Playoffs feature 12 franchise teams (with the best players from 
different eras on dream teams). What more could your average armchair 
participant desire? 


THE FAT MAN’S DONE IT AGAIN! 


THANKS TO: 

ZAP COMPUTER GAMES (0532 590077) 






































Since EA^s PGA offers everything y* 

>lffi 


ou 


could possibly wont from a goinng 
gome, it would be a very courageous or 
stupid company to take it on. Sadly, 

Toho appear firmly in the latter 
category, ofrering no innovation other than chea| 
gimmickry. Soy say helb to your automated goi 
partner, a roM v^o wouldn't look out of place in a 
Tomorrow's World episode, circa 1981. Mark "Plus 
Fours" Wynne manfully ignores all his advice. 






mi 


IH 

1S3H 


J2H 


3H 

3H 




Above, not kind of crowd Td expect 
to find on a respectable golf course? 
Old Gary seems to have been 
beaten severely by the ugly stick. 


T he bizarre opening sequen¬ 
ces sets a confusing scene. 
We fade from a gardener 
standing by a lake in a misty 
woodland to a Manor Born- 
esque Mansion, which 
invites you in via some laughably bad 
Mode 7 scaling. Inside 
things look up a bit. An 
attractive receptionist offers 
her services to you, but the 
menu is less than comp¬ 
rehensive - continue a 
saved game, start afresh or 
take some lessons with 
Eagle (the Robot). 

Take my advice though, 
and don’t enter the 18 hole 
course with the demonic 
man/machine. His idea of 
advice is entirely contem¬ 
ptible. He introduces each 
hole via a terribly hyphen¬ 
ated message box (less 
informative than PGA’s 
tuitions) before simply 
playing each shot before 
you. No explanation of how 
to use stance, snap or club 
size for novices, so you’ll need to be 
pretty eagle-eyed to catch his ‘tuition’. 
Forget it. 

Decide to play a game proper, and 
it’s either solo play or four player. 
Marvellous, you think. So maybe the 
graphics are crap, the tunes annoying 
and the robot really embarrassing, but 
at least I can get three chums around 
to play. Wrong. The producers of the 
cart have handily already provided 
three opponents, relieving you of the 
burden of finding any chums of your 
own. True, two of the computer 
opponents are rather attractive 
blondes, with a good stance and a fair 
swing, but fun to play against they 
ain’t. Didn’t these people check out 
the competition for their game? Half 
the fun of a golf session is grabbing a 
mate and leisurely playing the holes 
with each other. The lack of even a 
two player option instantly relegates 
this cart to sub standard level. 

If the mechanics of the actual 
gameplay were significantly improved 
over its competitors, there might be 


PRO tip 

Always get in a 

MATCH WITH GEENA. 

It's incredibly 
BORING WATCHING 
HER SHOTS, BUT SHE'S 
GOT FANTASTIC LEGS 
AND A BRILUANT 
SWING. 


some consolation for individual 
players, but sadly, Mecarobot Golf 
offers only the bare minimum of 
features such as snap and stance, 
while lacking any bonuses such as a 
decent map, skill levels, challenging 
opponents, or any of the neat 
graphical touches that 
made PGA so slick. The 
controls are basic yet 
awkward to master, play is 
stilted, and the Mode 7 
scrolling that follows the 
ball’s progress through the 
air is excruciatingly slow. 

People looking for a 
decent golfing game would 
be insane to consider this, 
invoking, as it does, an all- 
encompassing depression, 
whilst more light hearted 
golfers looking for less 
serious sims would be 
better directed towards 
Devil’s Course, which 
although not a classic itself, 
shines compared to this 
sporting nightmare. Final 
message? Avoid at all 
costs, because however bad you think 
it looks, it’s a damn sight worse to 
play. ^ 


Press X for advice and listen to your 
invaluable tutor. Eagle, advise you 
not to talk whilst anyone is about to 
take a shot. Cheers. 
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PUBLISHER: TOHO 
DISTRIBUTER; ZAP 

COMPUTER GAMES 
TEL; 0532 590077 
PRICE: £49.99 


PLAYERS: 1 

SKILL LEVELS: 1 

CART SIZE: 8Mbit 

SAVE GAME; Battery back-up 

FEATURES; Some attractive 

golfing partners? No. 

None really. 


A CHOOSE CLUB. 

V CHOOSE CLUB. 

<3 CURSOR LEFT. 

[> CURSOR RIGHT. 

ADVICE (?!). 

XAlOl NO FUNCTION, 


RETURN TO CLUB 
SELECTION. 

SELECT/ POWER 
BAR. 

AIM BALL DIRECTION 
n iR<tnR 

AIM BALL DIRECTION 
CURSOR. 


TTli j Battery back-up 
would have been a bonus if 
the game was worth 
playinoa^.,. 

SS- C^^But it isn’t. Slow 
graphics, difficult controls 
and the lack of a two player 
option are killers, but 
watching your computer 
opponents play is sanity 
threatening in its tedium. 
The tutorial game is also 
appalling. This is not just 
the worse golf game I’ve 
ever seen, but one of the 
worst carts full stop. 


Graphics 54 


Gameplay 42 
Longevity 40 


^ SCORE :k_ : 

► 


SEVERELY HANDICAPPED. 













































MINDSCAPE 



[Ni2!2 


Original 


CNintendo) 


Seal of 
Quality 


fissions- 


CotT\rr\' 




Champ'O^'^'^'P 


Gameboy 


fireftgbter 


Corn'T'' 


Gameboy 


ChicKen 


Mindscape's 
Nintendo 
range brings you 
products with 
character, fun and 
edutainment across all 
hardware platforms. 


Missing’ 


Mario 


BasebaW 


an adventure! 


Have 


MINDSCAPE INT. LTD. 

PRIORITY HOUSE, CHARLES AVENUE, 
MALTINGS PARK, BURGESS HILL, 

WEST SUSSEX RH15 9PQ. TEL: 0444 246333 














The SNES has been rather hard done by in the way of 
Pool simulations, with only Mindscape's dire 
Championship Pool providing any competition for 
Data East's new offering. Side Pocket. The prospect of 
a decent game raised little excitement in the SuperPro 
offices, except for Mark "Whirlwind" Wynne, self 
proclaimed pool expert from his dark student days in 
Stoke. So, how did it fare? Read on... 


Babes galore behind 
the door! Above, the 
lady who keeps 
score. Left, the not 
unattractive host of 
the proceedings. 
Gratuitous? Surely 
not. 


Above, one of the tough trick shots. 
How would you pot those bolls, 

with one sIk^ and eleven lightbulbs 
to miss? Below, tournament cities. 

On yer bike, h^hot. 


I nitially, Side Pocket looks even 
less impressive than Champion¬ 
ship Pool. Compared to the 
latter’s wealth of play styles and 
options, Side Pocket has just four 
categories to choose from - a 
one player pocket game (knock ’em in 
any order, in a limited number of 
strokes), two-player pocket, 
two-player nine ball or trick 
games. Oh, and there’s a 
jukebox selection, but the 
less said about the tunes 
the better. 

In-game presentation is 
crisp and impressive, with 
all the various controls for 
spin, direction and strength 
tidily available from one 
screen, eliminating the 
tedium of flipping through 
menus as in Championship 
Pool. There’s no option to 
help you predict the 
outcome of any shot, just a 
cursor line showing the cue 
ball’s path, but this means 
play is quick and easy. 

Similarly, while the table can only be 
viewed from one distance, it’s adapted 
so that the pockets are larger than is 
strictly realistic. This makes flukes a 
lot more common, dramatically 
increasing the game’s feel good 
factor. 

In one player mode, playing against 
yourself is much more satisfying than 
playing against computer, with 
sophisticated tactics required to get 
the balls down in as few strikes as 
possible. This is doubly important as 
the number of strikes left after each 
match are carried over to your next 
match, adding a much needed sense 
of urgency. 

Occasionally particular pockets 
flash, and if a ball is pocketed here, 
extra strokes or points are added to 
your score. If the target score for each 
match is reached, a trick shot is 
offered. Pocket the balls in the correct 
pockets (or without hitting light bulbs 
dotted about) and a wodge of strokes 
are awarded. The sub-game of trick 
shots provides a grid of 19 shots to be 


.7UNR’- 


PRO tip 

When a pocket 
FLASHES with A 

Zone logo, go for 
it! The reawrd is an 
ESSENTIAL 2000 
POINTS. If in doubt, 
GIVE IT A clout! 

“knock 


practised at leisure, and completing a 
trick reveals part of a mosaic of a pool 
babe. These mini games are great fun 
(although incredibly hard) and add 
enormously to the package’s 
lastability. 

Of course, the best thing about this 
pool sim when compared to Minds- 
cape’s, is its inclusion of a 
pair of two player modes. 
As with any sporting sim, 
playing another human is 
an essential option for any 
long term appeal. 

Although Side Pocket is 
nothing compared to 
Archer Maclean’s Pool on 
the PC, with its ball tracking 
and sophisticated depth, 
this is undoubtedly the best 
of a bad bunch on the 
SNES. So, for single 
players, it depends very 
much on how desperately 
you want to play a pool 
game. But two people 
looking for action won’t be 
too disappointed by this 
about” arcade game. 
Simulation it ’aint, but good fun it is, 
wiping the floor with Championship 
Pool while still showing an extensive 
list of shortcomings which the next 
company tackling a pool game would 
be well advised to consider. 
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PUBLISHER: DATA EAST 
DISTRIBUTER: VIC TOKAI 
TEL: 0604 671415 
PRICE: TBA 
OUT: Easter 


PLAYERS: 1-2 *^7 AW 

SKILL LEVELS: 1 
CART SIZE: 8Mbit 

SAVE GAME: No - 

FEATURES: TVick games and M 
lots of babes! 


A CURSOR UP. 

V CURSOR DOWN. 

CURSOR LEFT. 

P> CURSOR RIGHT. 

CANCEL SHOT. 


SELECT SPIN/ANGLE, 


SHOT DIRECTION, 


SHOT STRENGTH, 


AIM CURSOR, 


AIM CURSOR, 


Presentation is 
superb, game mechanics 
are fine, and the forgiving 
nature of play gives this an 
arcade-style feel. Digitised 
speech, though cosmetic 
rather than functional, is 
pieasant, and the overaii 
package is very appealing. 

But this is not in 
any way a serious simu¬ 
lation of the sport, and 
piayers may become 
frustrated with the iack of 
long term depth due to the 
distance view aiming. 


Graphics 82 


Gameplay 78 
Longevity 72 


SUPER 


LESS OF A WHIRLWIND, 

MORF A Rl inHT RRFF7F 



























PROGRAM PAD 

• 30 pre-programmed special moves, including a secret code! 

• 6 memory spaces to program your own combinations 

• Mirror function doubles number of pre-programmed moves 

• LCD control panel to display action sequences 

• Independent autofIre control 

£39.99 inc. VAT. (ft * 

SEGA VERSION ^ ^ 

£39.99 inc. VAT. 


• 30 pre-programmed 

special moves, including a ^ 

secret code! ' 

• 6 memory spaces to program your 
own combinations 

• Mirror function doubles number of pre-programmed moves 

• LCD control panel to display action sequences 

• Built-in backup battery for memory storage 

• Independent autofIre control • Variable slow motion 

• Rotatable fire button pad. 

SNES VERSION SV 336 £49.99 inc. VAT. 




SG PROPAD 2 ... 

K s companion. 

ofire setting 
splay setting 
iutton ‘fighting’ layout 
Programmable ‘syncro-fire’ 

• Slow-motion function 
• Extra long connector cable 

SRP £22.99 inc. VAT. 


The new QJ SG ProPad 2 is designed to 
match the best the new 
generation of video games for the 
SEGA Megadrive, has a 
programmable feature which allows any 
combination of fire button moves to be 
assigned to a single left or right fire button, 

The recorded combinations are all indicated in the LED panel 


Plays to 

TSnfrSBSoon! 


A New Generation of Controllers from Spectravideo that Will Take You to the Highest Levels of Gamesplay and 
Make You Wonder How You Ever Managed With One of Those Ordinary Types 
LEADERS of the PACK.... STICK WITH US! 

More Winning Products from 

QJ Products are available from... 

BEATTIES • BLOCKBUSTER/RITZ • BOOTS • COMET • CURRY’S • DIXONS • FUTURE ZONE • GAME • HMV • JOHN MENZIES • 
OUR PRICE • RUMBELOWS • WH SMITH • SOFTWARE PLUS • TANDY • TOYS R US • VIRGIN ... and all the Best Computer Shops 








Below, organised chaos? Probably 
not. Left, it's that horrible moment 
when you curse ice (if you're in goal). 


T he original Mega Drive EA 
Hockey is one of my all-time 
favourite games. Even 
though I originally had no 
interest in the sport, the 
game’s speed, slick animat¬ 
ion and stylish gameplay soon got me 
completely hooked. In my opinion, 
none of the sequels have yet matched 
it. NHLPA ’93 brought in real player 
names, upped the violence and, sadly, 
slowed the pace right down. Of 
course, the SNES version slowed the 
pace down even more, making it jerky 
to boot, and toning down the violence! 

Now NHL ’94 crashes in, clearly 
designed as the ultimate in ice bound 
entertainment. Perhaps the most 
noticeable feature compared to 
NHLPA ’93 is the improved scrolling 
and sprite animation. You can now 
experience fluid action without having 
to constantly shake your head! 

On first impressions, the graphics 
themselves look little different from 
the prequels, but there are some neat 
new touches. For example, you can 
ram opposing team members into the 
crowd, or hammer the puck straight 
through the perspex screen! However, 
despite my sadistic attempts to 
provoke a fight, the opposing players 
remained cool, so fisticuff fans will 
miss the thrills and spills of 
punching seven bells out of 
their friends. 

Still, ice hockey is never 
completely violence free 
and it’s now a lot easier to 
massacre your opponents 
by tripping them up, holding 
them, charging them into 
the barriers, or slashing 
them with your stick. This 
may make it sound easier 
to win. It isn’t! In previous 
versions, you could just 
skate up to your opponent’s 
goal and hammer the puck 
in. With this version, your 
rivals will stop at nothing to 
quash your attack, making 
those 10-0 results a thing of 
the past! 

Well, almost. 10-0 losses 
are in fact relatively easy if you’ve got 
the SuperPro team on the case via 
the Multitap. You can have five players 
on pitch - our entire team! - and you 
split them between the sides, or just 
take one side complete with just the 
goalie left computer controlled. Trying 
to organize the team so that someone 
stayed in defence, rather than 


PRO tip 

A GOOD WAY OF 
SCORING IS TO SKATE 
TOWARDS THE GOALIE, 
FLIPPING THE PUCK 
FROM SIDE TO SIDE. 

Just as you reach 

HIM, FLIP IT ONE LAST 
TIME AND WRONG 
FOOT HIM TO SCORE. 


everyone just rushing after the puck 
all the time, was murder! Mark even 
wandered off midway through, to have 
a packet of crisps!, because he 
couldn’t get the hang of the controls... 
With practice, it’s good fun - although 
the way a player randomly gets to 
control the goalie when he gets the 
puck can be confusing. 

Another negative point 
has to be those ear-grin- 
dingly authentic organ 
tunes, no less than 70 of 
them to endure while you 
play! In fact, they do all add 
to the atmosphere along 
with sampled FX. 

Unsurprisingly then, EA 
have regained their 
mastery of the ice rink. 
Everything you could ever 
desire in a hockey game is 
here, from the excellent 
Instant Replay feature, to 
the humorously irrelevant 
Crowd Meter (a recording in 
decibels of the noise made 
by spectators!). There’s 
also a new shoot-out 
option, allowing you to 
practice those in-game penalties, and 
tense game-clinching finishes! 

This is quite simply the best ice 
hockey game around at present, and 
if two, three, or even five-player 
games are your cup of tea, this game 
certainly deserves a place in your 
collection whether you like the sport 
or not! I0P" 


After the lukewarm reception of NHLPA Hockey '93, it 
was obvious EA needed a radical rethink to repeat 
their humongous Mega Drive success on SNES. 
Thankfully, NHL '94 more than compensates for the 
previous game's sluggish controls and jerky scrolling, 
and could well be the best ice hockey game yet. Ryan 
"Jason" Butt can't get his skates laced quick enough! 


SUPER 
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P You have more control over the goalie in 
this game, so make sure you study his 
various defensive tactics before starting a 
new game. He can also come right out of the 
goal so be sure to clear the puck before you 
commit a travelling violation. 


) There are several methods of scoring. The 
most reliable is to skate towards the goalie 
alternating the puck from side to side, then at 
the last minute flip it into the opposite side of 
the net to that which the goalie is defending. 
Alternatively, you could try possing the puck 
in front of the goal mouth until you catch the 
goalie off his mark. Then simply hommer it 
home! 


) This line indicates the upward attack zone, 
it is a lot easier to score in this goal so 
anyone shooting up has an immediate 
advantage. It is exceedingly difficult to score 
from outside this blue line. 


> This is the halfway line. The circle in the 
cente^e is where the puck is faced-off at the 
start of each period. To win the puck, keep 
tapping B repeatedly and push either UP or 
DOWN depending on v^jich side of the line 
your team are. 


wM A new feature of NHL '94 is the way in 
which you can check your opponents over 
the barrier and into their own team benches. 
It takes practice to perfect but once mastered 
it is useful for gaining an advantage if 
you're being marked too closely. 


Scoring downwards can be tricky, if the 
two previous methods don't prove to be 
affective, try using one player to ram into 
him knocking him off the line, then quickly 
change to another to knock the puck into the 
open space. 



Wham, bam, thank you 
mister! A high-speed 
collision causes some 
unfortunate player to go 
tumbling into the team 
trenches thus rendering 
him useless for a few 
seconds. Just enough 
time to skate up to the 
goal and put your team 
ahead (right)! Left, all the 
scores and action from 
Ron Barr. Look's like 
Tezza Wogan to me! 
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The goalie demonstrates his Kids 
from Fame leg-warmers and nifty 
stretching exercises (below) Detroit 
celebrate a convincing victory over 
Pittsburgh (aoove). 
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The excellent instant Replay option allows you to play 
those magic moments over and over again, ifs also very 
handy for taking screenshots, especially if, like Mark, 
you've got reflexes like a concrete Ox (above)! 
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PUBLISHER: 

ELECTRONIC ARTS 
TEL: 0753 549442 

PRICE: TBA 
OUT: Easter 


PLAYERS: 1-5 
SKILL LEVELS: 1 
CART SIZE: 8Mbit 
SAVE GAME: Password 
system 

FEATURES: Action Replay. 


A SKATE UP. 

V SKATE DOWN. 
<3 SKATE LEFT. 
> SKATE RIGHT. 


POKE CHECK 
(GOALIE). 

FLIP PASS/HOLD. 


WRIST SHOT/ 

SPEED BURST. 
PASS/TRIP/ 

SWITCH PLAYER. 
SWITCH DEFENDERS, 


SWITCH DEFENDERS, 


PROS: Vastly improved 
gameplay with slicker, faster 
action and a new offensive 
shot. There’s also new 
player art and animations, 
goalie control and penalty 
shoot-outs. Stats are 
comprehensive and sound 
authentic. 

CONS: A lot harder than 
previous EA hockey sims 
and a bit chaotic in five- 
piayer mode, especially 
when you all play on the 
same side. 


Graphics 85 


Gamepuy 88 
Longevity 87 



























































CHALK YOUR CUE FOR 


CHAMPIONSHIP 


~ |5 



IT'S YOUR BREAK! Championship Pool is THE 
state of the art in Pool Gaming. Take on the best 
players in the Tournament to qualify in the World 
Championship Tournament. 

NEVER BEFORE HAS THERE BEEN A FANTASTIC 
POOL GAME LIKE THIS! 

Pit yourself against the computer.^- 

^ Choose from Multiple viewing angles and zoom 
in screens. 

Play 8 ball, 9 ball, straight pool or over 1 5 
different games. 

'The ultimate in chill out entertainment, looks 
absolutely amazing. ...it plays like a dream I' 

'Silky smooth graphics and bags of gameplay...' 

'The first of it's kind to hit the SNES' 

'Pool is, not wanting to beat about the bush, 
an excellent game...' 


MINDSCAPE INTERNATIONAL LTD. 
priority house, CHARLES AVENUE, 
MALTINCS PARK, BURGESS HILL, 
mTn D S c“a P E west SUSSEX RHIS 9PQ 




CHAMPIONSHIP 




IPALVeRSIONl 


MINDSCAPE 
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while other adaptors 
come and go, Datel's 
famous Action Replay 
cheat cart has remained 
virtually unchanged for 
almost two years. Now 
at long last an 
improved version has 
arrived. But what more 
can it possibly offer? 
asks Stuart Wynne. 


*t\OH 


GAME 

busting 

CODES 


Top Datel boffin, Wayne Beckett. 


GRANDMASTERS 

Although the Dead Codes are the 
AR2’s sexiest new feature, the old 
Action Replay’s features have been 
enhanced too. Unlike any other cheat 
cart, the Action Replay allows you to 
find your own codes using 
sophisticated, but easy to use 
techniques. The presentation of the 
Trainer mode has also been 


upgraded, but probably the biggest 
change is that instead of eight codes 
you can now enter up to a hundred! 

“Originally I didn’t see any point in 
having more than eight codes. A few 
people complained about it but I didn’t 
really see why. Then we had games 
come out like Konami’s Zombies, 
where there’s all those different 
weapons that you can cheat on. 


f f robably the most 

■ I feature 

■ ■ isn't even mentioned 

in the manual,” 
H claims programmer 

Hi Wayne Beckett. “The 

Dead Code System is very complex 
and players can’t create the codes 
themselves. You see, whereas the 
standard Action Replay code just 
knocks out the bit affecting Infinite 
lives or whatever, Dead Codes are 
much more sophisticated. They give 
you the ability to put several K 
(Kilobytes - 1,024 bytes) of code into 
a program. You can effectively 
reprogram a game! 

“For example, with the original SFil 
there was no way you could control 
the bosses - the programmers simply 
hadn’t written any code for it. But with 
the Action Replay 2 we could write a 
program for you to control a boss, and 
if you entered our code you’d be able 
to use him. The possibilities are 
literally limitless. We’re just shipping 
our PC and Mega Drive 2 Action 
Replays so there hasn’t been time to 
come up with any dead codes yet, but 
they’re coming!” 


All Datel's Action Replays are actually made in-house at their Stoke-on-Trent 
base. Owning their own production fine gives Datel greater quality control 
and flexibility. 
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Switch SlowMo off 

Slow Slow notion 

Mery 

1 Slow notion 

3 Uery 0 

'ery Slow notion 

' Op 

tion screen 

Exit 

to nain nenu 


SlowMo ON 


IN A NUTSHELL 


The^R2 is the ultimate for bypassing country protection. Besides the 
standard universal adaptor, it’s got a built-in menu option to defeat software 
protection. So, for example a game like Mario All-Stars is automatically 
defeated withou t you needing to wait for the code which will do it. 

The AR retains the unique feature which lets you find infinite lives, ammo, 
time, etc with relative ease. Also it allows you to input new, more 
sophisticated codes written by Datel which can dramatically reprogram a 
game. 


_ 

Yes, on many if not all games. What’s more it’s done by clever software and 
doesn’t keep flashing PAUSE in the way that joypad slow-mo’s so irritatingly 
do. There are three different settings, which can be toggled on/off in the 
game by pressing SELECT and the L/R buttons. The system works by 
putting a game’s internal clock system into a software loop and will work with 
80-90% of games.. ^ 

Yes, it has the full width edge connector StarWing requires, 
i: 

If you either buy plenty of import carts or are interested in cheating, the 
Action Replay is unbeatable. If you already own one model, then it’s best to 
wait and see if the Dead Codes really do deliver all that’s promised before 
upgrading. 


”We could’ve had almost any 
number of codes, its completely 
arbitrary, a hundred is just way over 
what I could see anyone ever 
wanting.” 

The other key feature Is obviously 
the ability to bypass Nintendo’s 
country ID system designed to 
prevent you using import carts. The 
original Action Replay had two ways 
of defeating this. The first was the 
edge connector at the back which let 
you plug in a UK cart, using it as a 
key like most other universal 
adaptors. However, once Nintendo 
became aware of this they began 
introducing software based ID checks. 
This defeated most adaptors, but the 
Action Replay was able to knock it out 
using its cheat code system. 

The country ID sytem lark is like a 
great big chess game. We’re always 
trying to guess what their next move 
is going to be. The Action Replay 2 
wasn’t developed to beat country IDs, 
the basic idea was to put in all the 
features people said were missing. 
However, at the same time we were 
trying to anticipate what Nintendo 
would do next. And we pretty much 


MORTAL KOMBAT 
DEAD CODES 


Below are the first two Dead Code 
programs, both produced by 
Datel’s Damon Barwin. To use 
them you MUST put them in 
exactly the order shown below, 
with no breaks, and you must 
input the ‘DEAD CODE’ phrase as 
well to put the cart into that 
mode. You can put additional 
Action Replay codes in before or 
after Dead Codes, but not in the 
middle. 

FULL BLOOD DURING COMBAT 

DEAD DODE 
QOEe QBOQ 
30A^ 
OOOO A3-I G 
003E 301 ^ 
30E3 E3EO 
0300 DOE^ 


3303 E330 
00:31 31 GC 

A1 E3 3000 

LEVEL ADVANCE (PRESS SELECT) 
DEAD DDDE 
OOEE DDOE 
03D3 3043 
3ADA E330 
AE1 O 4300 
3030 E01 D 
AE43 OO^E 
DOOB E013 
AOED 3E7^1 
04:P'E AOEE 
3E:^3 047^E 
AE43 OOT^E 
1 A3E 4300 
7^ED3 30EA 
7^A33 333D 
D1 EE 3000 


got it right... well, except for one thing. 
We had to do a last minute fix for SFH 
Turbo. 

‘‘You know how we did all those 
codes for the original Street Fighter 
//? Well, 1 think they must have got 
pretty irritated by that because they 
wrote a program into the NTSC Turbo 
which looked for the Action Replay 
and if it detected it, wouldn’t work! 
That was a bit of a surprise, but 
fortunately we had time to do a last 
minute fix. In fact, we had to put in a 
new GAL chip which will get around 
that. Overall, there are seven chips in 
the new cart - compared to just four 
in the original, although the price will 
be the same.” 

At £49.99 the Action Replay II still 
isn’t cheap, but just like its 
predecessor Wayne doesn’t foresee 
upgrading it soon. “We’ve put just 
about everything we could think of 
into it, including a three-speed slow- 
mo feature. I suppose there could 
eventually be an upgrade, but at the 
moment I certainly can’t think of what 
more we can do.” 

• The Action Replay II costs £49.99 
and is available now. 


THE COMPETITION 

The main competitor is Hornby’s Game Genie, a development of the first 
cheat cart - the NES Game Genie. The main selling point for this is that it 
allows allegedly more sophisticated codes than the Action Replay. However, it 
lacks the Trainer option which lets you finds codes yourself and has no built-in 
option to let you play import carts. A Game Genie II is reputedly in 
development which is supposed to have a Trainer option - in which case they 
may face legal action from Datel! Considerably less reputable are a series of 
cheap, Hong Kong knock-offs which have directly ripped off Wayne’s code: 
“There’s an initialisation variable and I used my initials, and they’ve even 
copied that!” Legal action has stopped the import of the devices, but while 
they were obviously cheaper than the AR they weren’t even competent copies 
and lack full compatability. ^ 
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SURER EMRIRE STRIKES RACK 

Thanks to Colin Bryant for this masterful cheat for JVC’s stunning 
sequel. Go into the actual game and then press and hold Y, B, X, A 
and DOWN. Then whilst all these buttons are still pressed, press 
START to access a sound test screen. Press Start again to go back 
into the game, then repeat the trick to re-enter the sound test. You will 
no doubt notice that the message under the sound test words has 
changed, so keep repeating the process several times until you’re 
given a couple of codes. By entering Y, Y, Y, and Y on the title screen 
you’ll be able to rotate the Empire logo and text by using the L and R 
buttons. The second code is X, Y, A, B, X, and X to give you seven 
credits. Turn the machine off and on to make the codes work. 


TIPS IHDEX 

SHORfS «4 

6,6 

TRODDURS 72 

GAME BUSIER! 80 

eeii/i- 6.6. 


Zoik, gurgle, pop, splutter! These 
were just a few of the obscene 
noises coming from my stomach 
during my long recovery from the 
Christmas season. Well I suppose 
I've only got myself to blame, 
although satisfying the demanding 
needs of the nation's most skilled 
gamesplayers is no easy task and 
takes months of solid dedication. 
That's why I used the hols as an 
excuse to make up for all those 
nights spent in front of my VDU as 
opposed to going out and enjoying 
myself. Okay that's enough self- 
pity, in between toilet visits and 
Alka-Seltzer binges I managed to 
compile yet another tasty line-up of 
game-busting guides including the 
final installment of T-2, more shorts 
than a Bermuda beach-bum and of 
course the cheat-cart updates. 

Bye for now! 


THE FIRST SAIWIURI 

There’s no denying that this is a very 
difficult game, however, to make things 
a little easier, Phillipe Shaw from 
Dublin sent me this useful level select. 
Go to the options screen, then press 
and hold L, R, X, and A 
simultaneously. The doors in the 
background will now start to close. 
Before they do, press one of the 
following directions whilst keeping the 
aforementioned sequence still 
pressed: RIGHT - Stage 1-2, DOWN - 
Stage 2-1, LEFT - Stage 2-2, UP - 
Stage 3-1 . 


RUN SABER 

To change the colour of the central 
sprite at any point in the game, pause 
the action and then press SELECT to 
choose your desired colour. 


go/: 


sni TURBO 

This simple trick allows 
you to sneak a look at the 
special turbo endings 
without having to battle 
through on level seven. 
Perform the cheat to 
disable the special moves 
(during the Capcom logo 
press DOWN, R, UP, L, Y, 
and B), and then set the 
difficulty level to one star. 
Now play the game 
through to the end to see 
the special endings. 


THE i.OST VIKINOS 

This excellent cheat allows you to play as Olaf from 
Interplay’s spectacular puzzler. The Lost Vikings. On 
the “Select Hero” screen, press and hold L, R, and 
SELECT. Whilst keeping them held, scroll through 
the various heroes until Olaf’s hairy features come 
into view. I think you’ll find that he is a damn fine 
driver! 

In order to hear big-mouth Larry’s various 
snippets of commentary, highlight the “Larry On” 
mode on the options screen and then press L or R 
to hear his delicate tones. 

To go directly to planet Inferno at the start of the 
game, choose the VS. Mode on the title screen and 
then when picking your planet, press and hold L, R, 
and SELECT When scrolling through the planets. 
Inferno should appear, but watch out because it’s 
pretty tricky! 
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ROCKY RODENT 

This handy cheat will reward you with 
infinite credits. However, it must be 
performed very quickly in order for it to 
work. On the title screen, press START, 
and then when Rocky runs across the 
screen, enter this code as fast as 
possible, Y, A, R, A, B, A. If the cheat 
has worked you’ll see a new options 
screen. Highlight “Continues” and 
change it to “?”. You should now have 
infinite continues! 



YOSHI^S SAFARI 

To enter a hidden quest, press and hold 
L, R, X, Y, and START simultaneously 
during the title screen. If the cheat has 
worked, the background will change from 
blue to purple. The Princess will then 
inform you of your perilous task! 



WING COMIVIANDERs 
THE SECRET MISSIONS 

This cheat allows you to access a hidden options screen. During the title 
screen, simultaneously press L, R, SELECT, and START on controller two. If 
the cheat has worked, the music will fade out and you’ll be faced with a 
radically new and exiting options screen allowing you to become invincible, 
choose your mission and series, as well as a few sound options thrown in 
for good measure! 




SUPER STRIKE EAGLE 

Enter the following password to access 
a hidden mission: G6CH4228. 


THE LAWNMOWER 

The movie that gave cinema its first 
virtual reality sex scene at last hit the 
SNES, thanks to the Sales Curve. 
VR nookie may be conspicuous by 
its absence, but for rapid-fire blasting 
action, unbelievably fast 3D cyber¬ 
space thrills and even a few IQ tests, 
then this multi-talented cart is 
unmissable. It’s also really rather 
difficult, so it’s lucky the ever efficient 
Sales Curve have these tips on 
hand... 

GENERAL. HINTS 

• When you begin the game, don’t 
shoot the first enemy that appears on 
the screen. Then if you avoid this 
Gold Monkey, he’ll leap into the air 
leaving a trail of pick-ups. 

• Use your Bit Stream weapon 
sparingly and only against large 
enemies such as cars or helicopters. 
Smaller enemies are quicker and can 
fire off a string of shots before you 
even have a chance to charge-up 
your Bit Stream weapon. 

• Search each level for hidden 
computer terminals. There are 10 
hidden through the game and all 
must be found If you are to complete 
it with 100%. When a computer 
terminal is destroyed, it will release 
handy pick-ups Including an extra 
life. 

• When flying through the Virtual 
Worlds, go into the EXIT signs at the 
end to emerge with a Multiplier when 
you arrive back in the real world. 

• In the Virtual Wars, keep moving 
otherwise the Battle Chimps will 
home-in and destroy you. 

• Fly and land the helicopter on level 
one safely, then destroy it to gain a 
wealth of pick-ups. 

• At the end of the suburbia level in 
the first section, the best method of 
destroying Father McKeen (the chap 
on fire) is to only shoot when he has 
landed and taken a shot at you. If 
you kneel down he can’t hit you, 
giving you time to get off several 


shots. 

• On level three in the VSI Ware¬ 
house, the best way of destroying the 
huge automated laser turret is to run 
behind it when it is up In the air, and 
then shoot it from behind. Not 
particularly sporting but who 
cares! 

• When you confront 
Jobe in Virtual Rea¬ 
lity (level four), keep 
moving around the 
edge and then diag¬ 
onally across the 
screen. He’ll home- 
in on you if you 
hang around. 

• On level seven in 
the shop, you’ll 
encounter an annoy¬ 
ing research assistant 
named Les (the guy 
with the circular 
protection shield). 

Charge-up your Bit 
Stream weapon, and 
then wait until Les’s 
shield temporarily disa¬ 
ppears (just before he 
fires), then let it rip and at 


the same time jump over his laser. 
CHEAT CODES 
• To access cheat mode: Go to the 
first level of a new game, pause the 
action and type B, R, A, SELECT, 
SELECT, Y, A, B, Y, A, and B. 
Then unpause the game. 

• To access cheat menu 
screen: Pause the game 
again and then type A, L, L. 
By unpausing the game you 
should now be presented 
with the menu screen. 

• Infinite lives cheat: 
Pause the game and 
then type R, A, 
SELECT, and Y. Un¬ 
pause and you should 
now be immortal! 

• Free trip through the 
Virtual Worlds: Pause 
the game whilst inside a 
Virtual World, and then 
press A. Unpause and 
you should be trans¬ 
ported straight to the 
exit. 

Good luck! ^ 
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Examine the coffins 
to find nuyen. 


lb enter the crypts, use the 
scalpel from the morgue on 
the locks to prise them open. 


Itie plainiiv« ciwf of 1^ are 
coming from ihb crypt. 


Kill all the ghouls to make the 
ghoul bone appear. 


The dying shaman is called 
Chrome Coyote. A slap jpatch 
will heal him and he will give 
you a magical fetish. 


Lonoilar wl mI you grenodet and obo 0 Lone Skr 
bodge. AlwquizhimtogelkBywofdsSHADO^^ 
and NEGOnOANTION. 


Get a cyberdeck here. You 
won't M able to use it until 
you've hod your datajack 
fixed, but the computer here 
is us^l to hack into. 


Grab the Beretta pistol, then take 
cover round the comer while you 
install it in your abilities. Now you 
can bbst the ore for his armour¬ 
enhancing leather jacket. 


ItaloMonlhefonn 
block labrador for a quick 
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Tenth Street 


New Seattle, 2050, isn’t a friendly place and finding your way 
around isn’t easy when all your memories have been lost 
after a close encounter with the Grim Reaper. To stand most 
chance of survival ask everyone about everything! 


e rfTTTf, 

CM 

Nintendo censorship means you can’t 
order anything alcoholic, but there’s still ^ 
plenty to do. Question everyone for lots of |J 
keywords, besides getting some iced tea |MJ 
which you can give to the guy on his own. 

This will start him talking about the Maria ^ 
Mercurial concert. I "S 













In SuperPro's history, no 
game has generated more 
interest and desperate cries 
for help than this one. 
A brilliantly innovative RPG, 
it combines fast-action 
combat, computer hacking 
and atmospheric adven^ 
uring into one irresistable 
package. Finally released 
officially by Bandai, we can 
at last bring you the 
complete solution. 


T he game begins with your 
assassination and sub¬ 
sequent resurrection by a 
mysterious dog-woman - 
Kitsune. When you wake in 
the morgue, you’re seeking 
not only vengeance but your own 
identity and a means to repay 
Kitsune and the Dog Spirit she 
serves. To succeed you must 
become adept at combat and 
magic, to collect not only objects 
but also words... 

Firstly you should examine the slab 
you were placed on. TORN PAPER 
will be revealed, hinting important 
things afoot at Warehouse 5. Now 
pick up the SCALPEL from the central 
instrument table, and get the SLAP 
PATCH from the fridge. You can now 


leave the Morgue, sending the 
attendants running! 

Out on the street a punk will run up 
to you. Talk to him to get the keywords 
HITMEN and FIREARMS. Let him run 
to his fate and go to the Town Square. 
Open the gate at the top right corner 
to free the dog. This will drop a DOG 
COLLAR which turns out to be a 
talisman for a magical spell. 

Walk left and down the steps into a 
dark alley where will you find the 
punk, shot dead by an Ore. Run past 
the Ore, picking up the BERETTA as 
you go. Get out of range, then select 
USE from your WEAPONS MENU. Kill 
the Ore to get his LEATHER JACKET. 
Select USE from the ARMOUR MENU 
to get some limited protection. At the 
end of the alley you’ll find a 
mysterious animal, providing you with 
the keyword DOG. 



Go back to the 
Town Square and ^ 
exit at the bottom P 
right to enter a ^ 
screen with the 
Monorail Station. 

This is closed for 
repairs. Enter the build- 
ing on the left of the Station and go 
into the room opposite your entrance 
door. Inside you’ll find the corpse of 
your agent. By examining him you’ll 
find the KEY to your Apartment. 
There’s also a Memo reminding you 
that you’d been acting as a courier for 
Matrix System when you were 
assassinated. 

Leave the building and go towards 
the Monorail before exiting the screen 
at the top. On the next screen is your 
own Apartment Building. The third 
door on the right is Apartment 6. Use 



Check the 
videophone for 
any niessages. 


IfiB b a loyd diBBn on ihe 
way to the concert ol ihe 

.1 I- 

wonennoi cwo* lOKro 
her-she's very fnandyi I 


cholting to him, talc to Hie c 
lefttogelGHCXJIS 


Use the tickets from the morgue to get 
past the bouncer, neither bullets nor 
grenades make any sort of impression. 


You hove to qo to the caryards 
bef^e you can enter. 


One of the Random Combat 
Rooms where you can build 
up karnrK] ana money. 


To get the dog collar magic talisman 
open the mte and let the dog escape. 
Also, use tne fountain to obtain pure 


water. 


Get the scalpel from here. Then open the fridge 
to find a Slap Patch which you most certainly 
shouldn't use on your self. 


GoHirough 
Hw dead imn's 
pocket to find Hie by to 
your apartment and a m 


This groovy nightclub is 
where you can see Maria 
Mercurial perform and also 
where you can find Mr 
Glutman. Talking to him 
will take you to a dramatic 
new area of the game. 


Jake's ^ 

Office f 

This is your apartment, vital for 
saving your position and restor¬ 
ing energy. You can also get the 
shades and the ripped note for 
Sassie’s number. 


Waking up in the morgue is not a good 
t vvay to start any day, but as the open¬ 
ing to an adventure it definitely ranks 
among the best. Unsurprisingly, the 
f ||A attendants who’d presumed you were 
dead aren’t too chuffed to see you 
sue walking about! 


























I 




the key to unlock the door then enter. 
The Apartment is critical as it allows 
you to save your position, spend 
karma points and regain energy 
whenever you USE the bed. Also in 
your apartment are some SHADES 
(on the side table), a RIPPED NOTE 
(on the desk) which gives you 
SASSIE’s phone number and some 
nuyen (inside the filing cabinet). 
[Conveniently placed next to your 
Apartment is one of the numerous 
Combat Rooms where you can earn 
karma and Nuyen by blasting 
numerous zombies] 

Now go to the white building 


opposite the dark alley. In one of the 
rooms you’ll find a METEORIC IRON 
PAPERWEIGHT which is another 
spell talisman. You’ll also find 
Glutman’s office complete with a 
CYBERDECK. Unfortunately when 
you try to use it you’ll find your 
datajack is broken. But collect the 
Cyberdeck anyway. 

Leave the building and go to the 
Grim Reaper bar at the top of the 
street. If you talk to the Barman he’ll 
give you a free drink, since you’re a 
regular. Ask the Barman about 
HITMEN to get the SHADOW- 
RUNNERS keyword. After getting 
your ICED TEA drink talk 
to the Barman about 
SHADOWRUNNERS 
again for DECKER and 
HIRING keywords. Ask 
about DECKERS for 
DATAJACK keyword. 
Also talk to the Street 
Doc to get the HEAL 
keyword, ask about that 
to obtain STREET DOC 
keyword. 

Give your ICED TEA 
to a guy sitting at his own 


. Now he’ll start talking about 
how he almost got some Maria 
Mercurial tickets from Grinder. 
Unfortunately, the local Lone Star shot 
Grinder before he could get to him. 
You wouldn’t mind those tickets either, 
but getting the Morgue attendants to 
help a resurrected corpse won’t be 
easy... 

Exit the bar and go into the first 
building on the street. The last room 
on the left is the office of Lonestar. 
He’ll sell you a LONESTAR badge for 
150 nuyen, GRENADES for 100 
nuyen each and also the keywords 
HIRING (ask about SHADOW- 
RUNNERS) and NEGOTIATION (ask 
about HIRING). 

Return to the Morgue wearing your 
SHADES (so they won’t recognise 
you) and LONESTAR badge (so 
they’ll co-operate). One of the 
attendants will now unlock two 
cabinets which you can examine for 
TICKETS and your own CREDSTICK. 

The Credstick allows you to use 
the phone, so go back to your 
apartment and call Sassie. She’ll 
complain Glutman keeps calling, 
giving you the keyword GLUTMAN 



and his phone number. Call Glutman 
and you’ll get his secretary who’ll tell 
you he’s at the Cage nightclub. This 
call is important, as once you make it 
Glutman will appear at the club so you 
can meet him. 

On your way to the Cage call in at 
the Graveyard. You can open crypt 
doors using the SCALPEL. Inside one 
you’ll find an Indian Shaman. Heal 
him using the SLAP PATCH. As a 
reward you’ll obtain the keywords 
SHAMAN and MAGIC FETISH, the 
latter an object given you by the 
Shaman. You can also get the 
GHOUL BONE (for the Powerball 
spell) by blasting all the ghouls here. 

The Cage is at the top right of the 
area past the Graveyard. Tickets are 
the only way to get past the Bouncer. 
A waitress or barkeep will inform you 
Glutman is in the club. First, talk to a 
guy about ghouls - enabling you hire 
the Jamaican Street Wizard in The 
Grim Reaper Bar. When you find 
Glutman he’ll offer to hide you - an 
offer you can’t refuse. He’ll also give 
you a gun if you haven’t got the 
BERETTA yet. 



Your hiding place is the Caryards, a 
place ruled by the King. You will not 
be allowed out until you either pay the 
King or defeat him in the Arena. Either 
option requires the amassing of plenty 
of money and karma by lots of 
combat. There are two combat areas; 
a junkyard combat room much like the 
those in the rest of the game, and the 
Arena. Each time you beat an 
opponent in 
the Arena, 


When you arrive at 
10th Avenue Station 
two guys will try to kill 
you. Defeat them and 
you’ll find they’re 


its Manager gives you money, the 
amount increasing with the toughness 
of the opponent. You can also learn 
NEGOTIATION from the Manager, 
enabling you to lower the price the 
King demands for your release. If you 
find the Arena too tough to begin with, 
go to the junkyard combat room to 
build up karma points - continually 
returning to your Caryards bed to 
restore energy and save the game. 
You can also buy SLAP PATCHES 
from the little kid. 

The Arena has nine opponents to 
defeat and also the king, who you can 
take on at any time simply by 
mentioning his name. The keyword 
KING can be taken from the Woman if 
you ask about Caryards. 

After you’ve left Caryards enter the 
Sputnik Bar just beside the Monorail 
Station to speak to some punks and 
gather info. Next walk down the long 



street at the end of which are the 
shops. Before then turn right into the 
alley and go to the doctor. Ask for 
your head to be examined so he can 
fix your datajack... well, attempt to. In 
fact, he’ll set off the timer on a cortex 
bomb inside your head! 

You’ve got plenty of time though. 
Go to the Gunshop at the 
end of the street (where 
you can buy or sell 
armour and weapons), 
and the Talisman Shop. 

The owner of the 
Talisman Shop will give 
you his phone number 
which will be useful later 
on. On sale are BLUE 
and GREEN BOTTLES 
to collect clean water 
(fountain water from the 
city square) and unclean 
^tnvir watfir from the 


ship) which are used as a talisman for 
the Invisibility Spell: BLACK BOTTLE 
to collect Octopus Ink after you’ve 
killed the monster on the wharf (use 
this with the wharf’s mermaid scales 
for FREEZE SPELL): and the Stake 
(to threaten Vlad the vampire). 

Now go to the Monorail station. 


members of a gang, giving you the 
keyword RUST STILETTOS. Examine 
them to find a key. Leave the station 
at the bottom right, go through Daley 
Plaza to the right, cross the road and 
keep going past the Aneki. Enter the 
building on the next building. Ask the 
secretary about the CORTEX BOMB 
to gain access to the doctor. Ask him 
about the same to get him to disarm it 
for 2,000 nuyen. When that’s done 
he’ll talk about MATRIX SYSTEMS 
and offer to sell BOOSTED REFL¬ 
EXES and LEADERSHIP cyberware. 
You should be able to buy this will 
money left over from the Arena. With 
the bomb disabled you wll be able to 
hack into cyberspace. 

Next go to the Wastelands club. 
The Barkeep has info on Shadow- 
runners and the Rust Stilettos, 


besides giving you the keyword ICE. 
You can also chat to the Shadow- 
runners at the club and should hire 
some. If your energy is low, visit the 
hotel next to the Jagged Nails club 
where you can rent a bed for 50 
nuyen. The Rust Stilettos are directly 
up from the Wastelands club. To enter 
their lair you must first defeat the gang 
members standing outside. The gang 
leader in the second room of the 
hideout gives you the password to the 
elevator door of the Drake building. 
(You might have to leave the room 
and re-enter to get the password.) 
Apparently, it was Drake who hired 
the Stilettos to kill you. Before you 
enter the gang leader’s room there’s a 
CROWBAR to collect. Also, if you take 
Jetboy on this run he’ll find 2000 
nuyen no-one else would see. 
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Now you’ve completed your first 
run you can enter the Jagged Nails 
club. Talk to the barman to get the 
keyword KITSUNE. Kitsune is the 
singer onstage and can be talked to. 
She’ll give you ENCHANTED 
LEAVES - the final item you need to 
give the Dog Spirit. (The others are 
are the Dog Collar and the Magic 
Fetish). If you hire Kitsune and do a 
successful run together she’ll fall in 
love with you and do subsequent runs 
for free. 

After getting the Leaves you should 
go past the Drake building and down 
to the Docks area. The Dog Shrine is 
in a warehouse on the second screen. 
If you’ve got all three items the Dog 
Spirit will give you the HEAL spell and 
send you on a quest to defeat the Rat 
Shaman. 















ZAP COMPUTER GAMES 

TECHNO HOUSE LOW LANE HORSFORTH 


LS18 4DF 

MAIL ORDER StZZLIISGLY HOT LIISE 

05-32 5-90fl-7 7 


LOW LOW PRICES - ALL THE LATEST GAMES & MACHINES - 
SUPER QUICK DELIVERY - NO SILLY MEMBERSHIP FEES REQUIRED 
TO BUY, OUR MOST FRIENDLY STAFF ARE WAITING FOR YOUR CALL 



US SUPER ms 

IISCLUDES FSV, 1 FAD Stl 


SCARTLEAD 


£120 

(+ £7.50 P6fP) 



ART OF nGHTIISG 


£ 59-99 

(+ £1.50 P&P) 



ACTRAISERII 

£49-99 

(+£1.50 P&P) 



SECRET OF MAM 

(+£1.50 P&Pl 


^ SUPER NES 


EMPIRE STRIKES BACK . £59.99 

CLAY FIGHTERS . £54.99 

BOMBERMAN & \HTLTI TAP . £59.99 

TTTRTLES TOITRNAMENT FIGHTERS . £59.99 

ALADDIN . £49.99 

EQITINOX . £49.99 

AERO THE ACROBAT .X4.9..9.9 

ART OF FIGHTING . £59.99 

SUNSET RIDERS . £49.99 

MEGAMAN X . £54.99 

BUGS BUNNY RABBIT RAMPAGE . £54.99 

DAFF\'DUCK THE MAR\TN MISSIONS .£49.99 

ZOMBIES ATE Ml^ NEIGHBOITRS . £49.99 

ROCK ROLL RACING . £49.99 

COOL SPOT . £44.99 

SPELL CRAFT (RPG) . £49.99 

SECRET OF MANA (RPG) . £54.99 

7TH SAGA (RPG) . £54.99 

WORLD HEROES . £54.99 

^fURASSIC PARK . £54.99 

STREETFIGHTER JTTRBO . £54.99 

MARIO ALLSTARS . £49.99 

ROCKY RODENT . £49.99 

GOOF TROOP . £34.99 

SHADOWRUN . £49.99 

LEGEND . £49.99 

BATTLE CARS . £49.99 

SITPER OFF ROAD THE B^JA . £49.99 

OPERATION LOGIC BOMB . £49.99 

MECAROBOT GOLF . £29.99 

IREXI SKINS GOLF . £49.99 

WICKED IS GOLF . £49.99 

STANLEY CUP HOCKEY . £44.99 

% BRETT HULL HOCKEY . £49.99 

NBA JAM . £54.49 

TECMO SUPERBALL . £54.99 

M\H^ FOOTBALL . £49.99 

NFL FOOTBALL . £39.99 

SUPER HIGH IMPACT . £29.99 

WORLD SOCCER . CALL 

PELE SOCCER . CALL 

NCAA BASKETBALL . £34.99 

20/20 BASEBALL . £49.99 

TOTAL CARNAGE . CALL 

SOUL BLAZER . £49.99 

SUPER PUTTY. . £49.99 

LOST VIKINGS . £49.99 

PINK PANTHER . CALL 

CLIFF HANGER . CALL 

UTOPIA . £49.99 

YOUNG XIERLIN. .CALL 

UNDERCOVER COPS . CALL 

P.T.O. (WAR GAME) . £54.99 

MYSTICAL NLSJA . £49.99 

E.V.O . £39.99 

ZELDA HI . £39.99 

FINAL FANTASY H. . £49.99 

SUPER MARIO KART . £39.99 

ALIEN HI . £44.99 

ROYAL RUMBLE . £54.99 

STAR FOX. . £49.99 

CYBERNATOR. . £39.99 

FATAL FURY . £39.99 

TINY TOONS . £39.99 

COOL WORLD . £19.99 

SKULJAGGER. . £19.99 

OUTLANDER . £19.99 

POWER MOVES . £19.99 

WARP SPEED . £24.99 

BLAZE ON . £19.99 


Our premises are bulging with games, so if you 
don't see what you want do not despair Just call! 
All Postal orders and credit card purchases will be 
whisked to you the same day. All prices subject to 
change and availability. Post and packaging - 
Games £ 1.50 - Handhelds £5 - Consoles £7.50 
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ART OF FIGHTING . £59.99 

SENSIBLE SOCCER . £49.99 

• J MADDEN 94 . £49.99 

STRIKER . £49.99 

LEGENDS OF THE RING . £49.99 

STRIKE GUNNER. . £19.99 

ROAD RUNNER . £29.99 

MARIO I\\ . £24.99 

STREET COMBAT . £24.99 

TOYS . £19.99 

WriNGS H . £24.99 


NEO-GEO 


WORLD HEROES II (146 megs) . £175 

FATAL FURY H (106 megs) . £175 

3 COUNT BOUT (106 megs) . £165 

ART OF FIGHTING (102 megs) . £175 

SENGOKUH (74 megs) . £165 

SIDE KICK SOCCER (54 megs) . £175 

VIEWPOINT (74 megs) . £225 

BASEBALL STARS H (68 megs) . CALL 


OVER 100 USED CARTRIDGES INSTOCK 
RANGING FROM £55 TO £125 
Please Call 


if^FAMICOM JAPAN^^ 

EMPIRE STRIKES BACK . CALL 

ACTRAISER II . CALL 

MYSTICAL NINJA H . CALL 

ART OF FIGHTING .CALL 

FATAL FURY H .CALL 

WORLD HEROES . £49.99 

STRIKER . £54.99 

ALADDIN . £54.99 

FINAL FIGHT II . £29.99 

SUPER SOCCER H . £29.99 

AXELAY . £29.99 


c 


HARDWARE 



SNES US CONSOLE . £120 + £7.50 P&P 

NEO GEO CONSOLE . £300 + £7.50 P&P 

NEO GEO USED CONSOLE . £220 + P&P 

3-D-O CONSOLE & CRASH & BURN .CALL 

ATARI JAGUAR CONSOLE .CALL 

NEO GEO JOYSTICK . £50 + £5.00 P&=P 

NEO GEO MEMORY CARD . £20 + £1.50 P&=P 

PATRIOTJOYPAD . £24.99 + £1.50 P&P 

JOYCARD . £17.50 + £1.50 P6=P 

,c\SCii PAD . £22.50 + £1.50 P&=P 

MORTAL KOMBATPAD . £24.99 + £1.50 PC^P 

TOP FIGHTER JOYSTICK . £59.99 + £5.00 PC^P 

CAI^COM FIGHTING STICK....£64.99 + £5.00 P&=P 

X-E6JOYSTICK . £29.99 + £5.00 P&=P 

SMARTCARD JOYSTICK . £64.99 + £5.00 P&P 

NEW^ CONVERTER . £20 + £1.50 P&>P 

TRI-STAR (NES TO SNES) CONVERTER .CALL 

SCART LEAD US SNES . £17.50 + £1.50 P&=P 

US JOYPAD . £15.00 + £1.50 P&P 

MULTITAP (UK &= US) . £24.99 + £1.50 P&P 

PAL I BOOSTER . £29.99 + £1.50 P&=P 


ATARIJAGUAR 

AWESOME 64 BIT CONSOLE -AVAILABLE LATE 
NOVEMBER .CALL 


®| NEO-GEO 


QSlT 


FATAL FURY SPECIAL (150 megs) .CALL 

ART OF FIGHTING H (150 megs +;.CALL 

TOP HUNTER (100 megs) ..CALL 

SAMURAI SHOWDOWN (118 megs) . £175 


£19.50 AT® 
3V0CKAWH0LE 






ORDER FORM 

Send to this address: 

ZAP 

TECHNO HOUSE 

LOW LANE, HORSFORTH 

LEEDS LSnS 4DF 

Please rush me the following 


CUT HERE 


NAME 


ADDRESS 


POSTCODE 


TELEPHONE NO. 


ITEM 

PRICE 

POST/P 

TOTAL 


























Please make cheques/PO’s 
payable to ZAP 


GRAND TOTAL 


Credit card number 


Expiry Date 


□ □ 

Cheque Credit Card 


□ 

Postal 

Order 




VISA 


Switchcards welcome. 

Please quote issue no. for Switch. 


Post and packaging - Games £ 1.50 - Handhelds £5 - Consoles £7.50 































































































































































































screen, 


enemies. 


To find the Rat Shaman go to Daley 
Plaza, near the Monorail Station, and 
enter the small alley at the bottom 
right of the screen. At the graveyard 
you can enter the sewers. After killing 
the Rat Shaman, the Jester Spirit is 
released. This gives you the keyword 
JESTER, besides telling you that to 
defeat him you need his true name. 

By killing the Rat Shaman you’ve 
proven yourself to the DOG so if you 
visit him now he’ll give you spells 
appropriate to the talismans you’ve 
got in your inventory [see Magic 
Spells box out]. 

Ask Kitsune about 
the JESTER SPIRIT to 
get the DARK BLADE 
keyword, ask about 
that for the VAMPIRES 
keyword. Now go back 
to the Jagged Nails 
club and ask Cecil (the 
barman on the right) 
about Vampires. He’ll 
say they had a 
vampire in once and 
give the keyword 
STROBES. Ask the Ralph, the second 
barman about Strobes to get them. 

Return to the Dog Spirit and ask 
about Dark Blade to be told they’re 
vampires. He’ll also start giving clues 
as to what talismans you need for 
each spell. If you’ve got the talismans 
already, you get the spells 
automatically. 

Since you’ve got the Strobes you 
can go to the Magic Shop and buy the 
Stake. Ask the shop owner about 
Dark Blade to get their phone number. 
When you contact them, ask about 
the Magic Fetish to get them 
interested. The door will be open 
when you return. 

You have two options. Be polite and 
ask to see the head vampire, in which 


case he’l 

Fetish for the Jester Spirit’s real 
name. Unfortunately, the name he’ll 
give is false. So it’s best to go in 
shooting, blasting everything. Go to 
the room on the right for a KEY and 
JACKET. Proceed to the underground 
crypts, fighting your way to meet Vlad. 
The Strobe lights will stun him. Now 
threaten him by Using the Stake on 
him. He will begin to plead, but the 
first name he’ll give you is false. 
Threaten him again to get the real 
name (LAUGHLYN), then one more 
time to kill him and get 
5,000 nuyen. 

Your next objective 
is Bremerton. If your 
energy’s up to it, go to 
the docks. The Taxi- 
Boat pilot will refuse to 
take you to Bremerton 
due to the mermaids! 
The creatures are 
attracted by the warm 
run-off from the 
sewers. The pilot will 
give you the keyword 
DOCKS. Now return to the docklands 
barkeep who will now tell you the man 
with the ice has arrived in the club. 
Pay the man 1000 nuyen to dump the 
ice into the bay. 

Back at the docks an Ore is 
standing before the pilot. Kill the Ore 
to get some EXPLOSIVES. Get them 
and give the pilot the Docks keyword. 
Since the ice has got rid of the 
mermaids he’ll take you to Bremerton 
now. Before he does so you might like 
to collect some BLACK INK by killing 
the octopus in the far warehouse. 
There’s also some MERMAID SCALE 
on the docks, collect this to combine 
with the BLACK INK for a Freeze 
Spell. 


HEALING 

" Restores five hits 

P®** 

Enchanted Leaves. 

POWERBALL 

I** Firepower which 
can be increased 
. with higher skill 

A ghoul bone found in the first 
graveyard - after Jake’s entered the 
shaman’s crypt - and the Meteroric 
Iron Paperweight. 

SUMMON SPIRIT 

Destroys all 
enemies on 


The dog collar 

from the town square and a dog tag 
from the dog you kill on the skip. 


INVISIBILITY 


Very useful against 
heavily armed 
enemies. 


Clean fountain 
water from the town square and 
toxic water from the ship. 

z 

Immobilises 


Mermaid scales 
and black ink from 


the docks. 


ARMOUR 

Protect you from 
harm. 


Inside the fridge is a detonator. This 
combines with the expbsives to make 
a time lx>mb used at the end of the 


Mermaid scales 
^ ^ from the dock and 
Naga scales from the Jester Spirit’s 
lair. 



On the ship there’s a dog which should 
be killed to get the DOG TAG for the 
Summon Spirit spell. To enter the ship 
use the door on the top deck, at the far 
left, you’ll need the crowbar from the 
Rust Stilettos lair. Inside the ship are 
puddles of ooze, which can be shot. 
Toxic ooze will give you TOXIC WATER 
(for the Invisibility Spell). 

Upon entering the ship go down the 
stairs on the left. Kill the Ore and use 
his key to open the safe. There’s a 
DETONATOR inside which will 
combine with the Explosives to form a 
TIME BOMB in your inventory. Also in 
the safe is an empty bottle of toxic 
dissolver. Go to the second safe which 
is guarded by four impossibly tough 
Ores. Instead of using firepower use 
brainpower! The Invisibility Spell is of 
particular use here. Press the second 
button on the wall to close the airlock. 
Then press the first switch to fill the 
room with water, drowning the Ores, 
then press it again to drain the water. 
Go back down the stairs and press the 
second button to open the airlock. Put 
the Time Bomb on the safe and stand 
back. Once the safe is blown you’ll find 
a full bottle of TOXIC DISSOLVER. 
This enables you to get past special 
puddles of slimy toxic waste at the end 
of some long corridors. A shimmering 
portal will then transport you to the 
Jester. 

To subdue the Jester Spirit use the 
Summon Spirit spell at a distance. This 
enables you to talk to him, mentioning 
his name defeats him. Ask him about 
Drake and he’ll turn into an item for you 
to pick up. He’ll also give you the 
keyword VOLCANO. 


) other bng corridor of steps, 



Use the time bomb on the safe and get 
out! Come back in to find the door open. 
Take out the toxic dissolver and exit. 


Shoot the toxic ooze 
here to get toxic 
water- an essential 
ingredient for the 
extremely useful 
invisibility spell. 


SUPfft 
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The Ship 


This desolate vessel is the lair of the 
Jester Spirit. The taxi driver will bring 
you here, but there’s no point in step¬ 
ping aboard the Bremerton unless 
you first have the Jester Spirit’s true 
name: Laughlyn. 


Watch 


I This doa is no friend of the D(^ Spirit. Kill it 
and coll^ its dog tag. Use this with the dog 
collar to get the Summon Spirit spell. 


) To open up these rusted doors 
you must use the crowbar you 
collected from the Rust SHlIetoes. 


FIVE 

The Drake building tests combat and hacking skills. If the latter is 
weak it’s a good idea to bring Steelflight. Spatter, by contrast, is a 
traitor who’ll turn on you on the fourth floor! On each floor you must 
defeat the Ores, then hack into the computers to gain access to the 
next floor. The Invisibility Spell is especially useful. And remember 
only with the keyword Volcano will the helicopter pilot help you. 

After making your way up through the Drake building, going down 
is the objective at Drake’s Volcano. Each floor is again packed with 
enemies and computer terminals, the latter opening doors and 
giving phone numbers such as the Mage Akimi. Invisibility is again 
extremely useful. Drake Is a large and beautifully drawn Dragon. Use 
the Jester Spirit to turn him to stone. Now go into the door on the left 
to meet Prof. Pushkin. Ask him about DRAKE and the HEAD 
COMPUTER to find out about the data there. 


At the bottom of 
Drake's Volcano you 
find this room. Wnen 
you enter, freeze 
spells fall from the 
ceiling. Dodge them 
and use armour to 
keep safe from 
Drate's breath. 


At long last you meet the author of all your miseries - 
Drake. Taking the form of a huge dragon, he can only 
be hurt by the Jester Spirit. Use that to cause massive 
damage, then blast his head and throw everything 
you have at him until he turns to stone. ^ 


After defeating Drake, say hello to the 
cowering Professor Pushlan. Ask him 
about Drake and the Head Computer. 
You must now storm the Aneki building. 


out! There are ores aplenty 
here. It seems whenever you shoot 
one, another appears. Ore, thy name 
is legion! 


Pushkin has given you the 
code which enables you to 
open the elevator on the 
first floor of the Aneki 
building. Again various 
enemies must be killed so 
you can get to terminals 
for info and to open doors. 
The Aneki Al computer is 
on the sixth floor. Defeat 
all its guards and jack in. If 
you defeat the CPU you 
can download Prof 
Raitsov’s ANTI-AI program 
which lets you beat the 
computer. A cinematic 
sequence shows the 
computer blowing up, after 
which you go to the top 
floor. Aneki is about to 
escape, so blast him and 
his guards. You now 
escape in the helicopter 
just before the building 
blows up, beginning the 
end game sequence... ^ 



These two toxic puddles can't be shot. 
Instead use the toxk dissolver on them, 
then flick the switches to open the door. 


Once you've collected the de^ 
onator and toxic dissolver you 
can begin this long route to 
the Jester portal. 
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After you’ve had your datajack fixed the 
world of cyberspace can be entered. Use 
your cyberdeck on a computer to enter the 
i Matrix. The atmosphere is brilliant but 
gameplay is a little simplistic. One tactic is 
i to keep to the outer squares. If you get a 
warning about ICE being detected, hit the 
square in front of you. If you don’t hit any¬ 
thing the ICE will be in the next row in. The 
ICE is almost always the same, but it’s still 
a good idea to avoid losing too many 
stamina points. At the same time, don’t be 
trigger happy - energy is limited. 


filfJRtJXT IpM) 


Walk through this shimmering portal 
to transport to the Jester. 


There's nothing here but trouble, so steer 
well clear! 


Ship Interior 


The Jester’s Lair is at the end of a long and tricky 
route. Before setting off, you must get the toxic dissolver and 
detonator from two long staircases. Thus prepared, you can 
now begin the path, blasting all manner of toxic ooze on your 
way to the portal which transports you to the Jester. 
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SPOMfee 

GO faster 
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PUMSOLeS 


This classic Amiga puzzler magicked its 
way onto the SNES in our August issue, 
then promptly disappeared again, as 
Nintendo delayed its release until late 
'94. Now its finally hit the streets, 
and thankfully, the Sales Curve 
have these helpful tips to hand... 


^ 0 after them right this minute and... 

H don’t bring back any bleedin’ 

zombies!’ That’s what I said, and 
that’s what I meant. However, being 
a wise old sorceror I, the Great Divinius, have 
reluctantly realised giving my foolish helpers. 
Hocus and Pokus, a swift boot up the backside 
may not have been the best preparation for 
their immense task. Foolin’ around with magic 
is a sure-fire route to danger, especially cooking 
up some Instant Magical Troddlers to help out 
with the housework when you’ve been lazing 
about reading comics! But the Troddlers are 
loose now, ambling across over hundred levels 
and so a bit of advice is undoubtedly urgently 
needed by my short, stumpy 
apprentices... 

• One of the key tactics for 
success is learning how to 
climb great distances with just 
two blocks. The trick is to pick 
up the block you’re standing on 
just as you jump to the next. 

• Fruit is a useful source of 
extra energy, but don’t gorge 
on the stuff. Your turns have a 
limited amount of maximum 
energy, eating more when 
you’re already full does no 
good at all! 

• Being shot by cannonfire is 
not, as a general rule, to be 
advised. However, occasionally 
it’s vital as it can carry you 
upwards to reach a ledge 
otherwise beyond your reach. 

Unsurprisingly it does cost you 
some energy. 

• There are secret pick-ups on 
numerous levels, so it’s a good 
idea to move as many blocks 
as possible as the pickups can 
be found anywhere. 

• Although you can push 
boulders, you can’t pull them. If 
you push a boulder against a 
wall there’s no way to get it 
back so be careful. 

• Boulders are extremely 
useful for killing enemies. A 
boulder-ized enemy provides 
four blue gems, while a squashed Zombie/Troddler 
gives you four red ones. Hit a rock with a rock to 
get four green gems. 

• Troddlers may have hyper-sponge brains but 


they’re not indestructible. If 
they fall too far they die... 
which is useful to know when 
you’ve got some zombified 
Troddlers wandering about. 
Alternatively, if you need some 
Troddlers to fall long distances 
and survive you should watch 
out for Bouncers! 

• Grinders only have one 
lethal side so cover it with a 
block or blow the whole thing 
up with a mine. 

• Birds can only peck blocks 
directly beneath them. Try 
trapping them in by placing 
blocks above and beside them. 

• Shields are extremely useful 
for hazardous tasks, 

• Flip blocks can be vital for 
flipping Troddlers and/or 
Zombies from opposite sides, 
but if they hit anything solid 
they’re gonners! 

• Spinners are mighty tricky 
creatures. They drop Troddlers, 
so it’s a good idea to avoid 
coming into contact with them 
in high-up places. Spinners 
also follow the contours of a 
level and to kill them it’s best to 
remove the block they roll on 
to. This has the useful side 
effect of giving you a blue gem. 

• On Fire levels, one of the first things you should 
look for are ice blocks. These are often vital, but if 
fire gets to them first, they’ll melt. 


11: TMWRK 
12: DVDD 
13: RCKTT 
14: CLRWY 
15: LKP 
16: NFTHR 
17: QCKBRCK 
18: FRSTY 
19: SRRNDD 
20: BMR 
21: SPLTP 
22: TRGTS 
23: SLWSQR 
24: FLKPSS 
25: FLLHS 
26: RCKBX 
27: TWNGNS 
28: GTHMDWN 
29: DRPTRN 
30: TFFJB 
31: NFLLDWN 
32: CCBBY 
33: SWFTLY 
34: TKTRNS 
35: DLYNPLY 
36: SWG 
37: TWRNKS 
38: TRPNDZP 
39: STGDWN 
40: GRNDSLP 
41: QCKCBS 
42: WRKT 
43: TRXMX 
44: FNL 
45: GTDBLS 
46: SHTNBLW 
47: SLWFLW 
48: CPRT 
49: DNNSFN 


56: JWLPSH 
57: GSTRY 
58: WTNSG 
59: LSM 
60: YRSR 
61:SCRFC 
62: BMPRD 
63: WTFRT 
64: RCKBLST 
65: NWSTLL 
66: FRMBV 
67: SMSHHTS 
68: CRSHRSH 
69: FRSTFR 
70: BRNT 
71: RMBLHT 
72: CCTL 
73: BGGNHRD 
74: MRFN 
75: SPNRND 
76: LTTT 
77: LLBT 
78: BNCT 
79: RNDRPS 
80: CNDFR 
81: SLWBRN 
82: STLLM 
83: BDBMBS 
84: SLMN 
85: HLLSDTCH 
86: FRSTFRST 
87: GDLCK 
88: TMHNTR 
89: NDLY 
90: NPLLPLG 
91: GNZN 
92: BLTZNRN 
93: BRDGMN 
94: FLLT 
95: CLRRN 
96: TFRE 
97: HVYDTY 
98: PSSBL 
99: TWKY 


ONE PLAYER 

0: PRMR 
1: BLDT 
2: NSWT 
3: PYRMD 
4: CLRT 
5: SPHNX 
6: QURTT 
7: CNTRN 
8: RDGMS 
9: CRSSD 
10: SKPRND 
11: PCKDP 
12: PLLRS 
13: BZZZZZ 
14: FVRWS 
15: TGHTM 
16: ESYN 
17: TWTRBS 
18: DNTMX 
19: HLPMT 
20: MNNS 
21: NPRBLMS 
22: TRSRS 
23: STRRM 
24: PNDDWN 
25: TCHN 
26: NNN 
27: SXRMS 
28: THTWR 
29: GFRHRT 
30: NWTHNG 
31: BLR 
32: CRLWRLD 
33: CRLCBS 
34: SLPNSLD 
35: KYX 
36: CLDCRSS 
37: STNM 
38: HRDRND 
39: FRSTGNS 
40: CRSSFR 
41: RNFRT 
42: NRLS 
43: NFRFLL 
44: RNRND 
45: BDBRD 
46: CVRTHM 
47: SVBLCKS 
48: TWNTYSX 
49: HCKBCK 
50: LTD 
51: PSDT 
52: DRPMN 
53: TGHTMS 
54: CLSP 
55: FLSRN 


WAR ZONE 

00: ZR 
01: N 
02: TW 
03: THR 
04: FR 
05: FV 
06: SX 
07: SVN 
08: GHT 
09: NN 
10: TN 
11: LVN 
12: TWLV 
13: THRTN 
14: FRTN 


TWO PLAYER 

0: BGNNRS 
1: JSTDT 
2: ZMBG 
3: BDLX 
4: TMRND 
5: TMCH 
6: SPLTTD 
7: RSHT 
8: MXP 
9: NPNC 
10: THMCHN 


SUPER 
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1ST CHOICE 
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MAKE CHEQUES OR POSTAL 
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WE SPECIAUS IN PEMPHERALS WHICH ARE HARD 10 GE HOLD OF. 

WE ALSO STOCK SUPERGUNS, 3DO, JAGUAR AND LOTS MORE. 

FOR FRIENDLY ADVICE AND HELP PLEASE RING: 




31,HIGH STREET,MELTON MOWBRAY,LEICS,LE13 OTR 

UK SrslESUK SrslESUS SrsJES 


TERMINATOR 2 -£44.99 

CRASH DUMMIES-£44.99 

FLASHBACK-£44.99 

STREETFIGHTER TURBO-£54.99 

ALADDIN-£44.99 

LAWNMOWERMAN -£44.99 

MR NUTZ-£39.99 

JURASSIC PARK -£49.99 

MANSELL GRANDPRIX—£37.99 
CLIFFHANGER-£39.99 


LAST ACTION HERO-£39.99 


MORTAL KOMBAT-£54.99 

STRIKER-£39.99 

CHAMPION POOL-£44.99 

AERO THE ACROBAT-£49.99 

ASTERIX-£39.99 
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AQRAISERII,BAHLESHIP,LAMBORGHINI 
CHALLENGE,PINK PANTHER,NHL 94' 

* PLEASECALL* 

LOTS OF 2ND HAND GAMES IN STOCK 


EMPIRE STRIKES BACK —£54.99 
ROBO VS TERMINATOR-£54.99 


BUBSY-£45.00 

alien 3 -£38.00 

STARFOX-£38.00 

CYBERNATOR-£37.00 


(U.S GAMES ADAPTOR) -£14.00 
LTD. OFFERS £34 EACH. 
CONGO'S CAPERS,CHUCK ROCK, 
AMAZING TENNIS, ARTHUR'S WORLD, 
VEGAS STAKES,H0LE IN ONE. 


ALSO N SIOCXMK3ADMVE,GAA« GEAR, 




FREE 


£.2 VOUCHER 

USE THIS AD AS A VOUCHER TO CLAIM £2 OFF 
YOUR NEXT VIDEO GAME PURCHASE AT DANIEL 


THIS 

GUpSAL 
OFFE 


(Nintendo) 


ALL GAMES CAN 3E TRIED 5EF0RE PURCHASE ON ONE OF OUR 10 TV SCREENS 




DANIEL DEPARTMENT 61 

120-125 PEA5C0D STREET WINDSOR TEL. 0 


VKS4 


PLEASE MENTION SUPER PRO WHEN RESPONDING TO ANY ADVERTISEMENT 














































































PART ^ 

Welcome to the second port of 
my sizzling 12: Judgment Day 
solution. If you cast you minds 
back to last month you'll 
remember that our leather- 
clad hero from the future had 
just reunited John and Sarah 
Connor. We now pick-up the 
story as the team travels 
through the desert plains, 
searching for Sarah's hidden 
vault and its massive range of 
weapons! 



C9 




As you leave the hospital in a 
commandeered police car, the boys in blue will 
give chase almost immediately, so it is vitally 
important that you know where you're going. 



Go straight down the road as you leave the 
hospital and then take a right at the end. Now 
take the second road on the left, and then once 
again go right at the end. 



the fourth on your right. Go right again at your 
next opportunity and then follow the same road 
fothe 


ipportunity 
lock-up. 



wOnce inside the vault, go left and then shoot 
the pile of crates. By doing this you'll obtain the 
radical cannon weapon! 


•^uns galore! That's right, a swift firing spree 
in this corner will result in more firepower than 
you could possible imagine... and more! 


When you 
nerge at the lock- 
3 , simply walk right 
itil you reach some 
ianks on the 
round. This is the 
iderground vault, 
loot the planks to 
3t inside. 


•destroy the long thin crate on the ground to 
obtain the TNT explosives needed for later on. 


0 




Having obtained the necessary weaponry 
the vault, you must now ao in search of 
Miles Dyson, the brains behind Skynet. 

As you leave the lock-up, stay on the same 
road and when it curls rouna and starts going 
North to a crossroads, ao left and start heading 
back into town. Now talce the sixth road on the 
left, followed by the sixth on the right. You 
should now slow dov/n and enter Dyson's 
driveway. 


SUPtR 
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This is the back of Dyson's house, the french windows and glass 
door can be used as short-cuts to various rooms in the house. Jl 


wk 


U 

> 




This is the front of Dyson's house, the gate can be used as a short cut to get round 


the back. Use the door to enter into the hall. ^ 





_ Look out for the booby-traps that fall 
from the ceiling as the/ll sap vital 
energy if touched. 


The various plants and lights can be 
of min ‘ ' 


shot for a bit of mindless fun if you're 

nnrtiriilarlv sadistic! 



is Miles Dyson, he'll tell you where to 
find the security key needed for the next level. 







W Blow-up 
the corner 1 



& 
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Blow-up the T-800, then shoot the computer in m Go into the bedroom to gain one of the 
corner to destroy Dyson's research. There's hidden future objects. Be on your guard for 


also a future object to be collected. 


snipers that appear at the windows. 




Your next destination is the Cyberdyne 
which must be destroyed as part of 
your next mission. 


As you leave Dyson's house, go left and then 
left again at the end of the road. Now go right 
at the top of the road and then take the first 
right followed by the fifth left. Finally, take the 
first turning on me left. You should now pull-up 
next to the building. # 



0 







Be sure to shoot the security cameras 
that record your every movement. 

Having used Dyson's security key to 
enter the building, your first priority 
enter the vault and retrieve tne T-80< 
body parts. Lead Sarah and John 
through this first door and then keep 
going until you reach the lift. 


Shoot as many 
oojects as you can 
in order to weaken 
the structure of the 
building. The 
damage meter 
must be above 80 
for effective use of 
explosives. 


Once Sarah and 
in hove been left 
in the vault, return 
here and then 
shoot these 
supports to 
weaken the 
structure of the 
building. 


>► 
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The complete PC entertain¬ 
ment package is out now! 
Crammed with essential 
features, the latest reviews 
and vital playing tips, PC 
Power is the only magazine 
that really shows you what's 
happening in the vibrant PC 
leisure market. 


OUT 

MOW! 


PC Power comes complete 
with two packed 3.5-inch disks 
featuring the very latest 
playable game demos. Every 
month you're guaranteed to 
sample the very best in PC 
entertainment. 


Every issue of PC Power 
features incisive editorial, slick 
design, and unrivalled 
playable game demos. Don't 
accept anything less. 


Fury of the Furries 


Campaign 2 


PC Power comes from the 
publishers of SegaPro, 
SuperPro, Mega Power and 
Super XS, so quality, accuracy 
and value for money are 
guaranteed. 


9 ' 771350"606013 


Please reserve me a regular copy of PC Power 


If you’re having difficulty obtaining a copy of PC Power, or you wish to place a regular 
order for it, hand this form to your local newsagent. 


Name 


Dear Newsagent 


Please reserve me a copy of the complete entertainment package for PC owners, PC 
Power. It’s a packed magazine covering the latest reviews, news, features and playing 
tips for IBM PCs and compatibles. 


Address 


PC Power \s available the second Thursday of every month and Is priced £3.99. 
Bundled with each issue are two cover-mounted disks. 


PC Power is distributed by Seymour Press Ltd (081 6791899) and is published by 
Paragon Publishing Ltd (0202 299900). It is fully SOR. 


Postcode 


Phone n- 
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stormin' platform puzzler fr 


uing playable demo of 
eased strategy sequel. 
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Once you get to ^ lift, lead Sarah 


•^nce youVe evacuated the building, the 
whole place will go up in smoke! 


the building has been weakened, go through the office 
with the T-800 and then into here. Walk over to the left and you'll 
see a red rectangle to indicate where the explosives are to be laid. 


the office behind the vault you'll be 
confronted by another T-800. Use your aun to 
blow it away and at the same time you'll blow a 
hole in the wall, however you can't go through. 


#^ead Sarah and John inside the vault and pick-up the T-800 
body parts. Now leave Sarah and John inside whilst you complete 
the rest of your objectives. 


nee 


j you've weakened the building's structure, 
go through this door into the office behind. 


•^hoot the windows and desks to raise the 

damage meter. Look out for the tanks that patrol 
the floors as they can be deadly! 


Lead Sarah and John to the vault, then switch 
the follow facility off. John will then walk over to 
the security lock and after a few seconds it'll open. 
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• After blowing up the Cyberdyne building, 
you must now make your getaway in a van, 
neading for the steel mill and the final 
showdown with the T-1000! 

As you leave Cyberdyne, go left, then left 
again at the end of the road. Take the next 
road on the right and keep going until you 
reach the end. Go right again, then take the 
first road on the left followed by the second on 
the right. Go straight over the crossroads and 
left at the end. Keep going until you reach the 
big factory. 



•^his corridor is crawling with T-800's. They take several 
hits to kill so try and conserve your ammo until the final 


Look out for the drops of molten steel that 
drop from the ceiling as they sap your 
energy quite considerably. 



As you reach the entrance to the mill, Sarah 
ana John will run on ahead. Don't be fooled 
by the T-lOOO's imitation of John that comes 
wandering back. 
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^ The T-1000 will fall into a vat of molten steel. As 
desperately tries to escape the heat, pump him with 
more bullets until he finally gives-up the ghost! 


he 


Once all the future objects have been collected, ioin the 
others at this point. Crouch in front of Sarah ana wait 
for the T-1000 to appear. When he does, pump him 
with plenty of lead and nudge him closer towards the 
edge of the platform. Four or five rounds should finish 
him off. 





m Enter this hanger, then descend 
down the ladder to gain one of the 
future objects. 


M This door here will take you 
through a small corridor and then on 
to the final confrontation. 


M Not all of the doors are marked 
with a stripy bar so keep your eyes 
peeled for openings. 


^ Walk alona the ground avoiding 
the swinging hooks, then grab the 
future object at the end. 


Pick up the hidden future object at the 
bottom of the stairs. # 



Every time the 
1000 appears, 
save ammo by 
standing over him 
to make him 
disappear again. 

Be on your guard 
for more T-800's 
as they're out in 
their aroves 
tonight! 



'i 'll TV] TIT T ■ , 


■ ' ' 


i i 




,♦! 



/■ 

.-. — ' ^ “5 

: 

-T 

. 

h . 

, ' i'-'. ■ 

1 -• — . 

-• 1 -- X 

i ' I 

j 

t.:. , 




i ' M 


to gain another hidden future object. 


•^his scene looks uncannily like Ryan 
surfacing from his slumber after the Paragon 
Christmas party! 


•^his room is like Aladdin's cave! There are two future objects 
hidden in here so the end must nearly be in sight. 
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Photo courtesy Kelly Balcomb-Bartok 

Registered UK Charity: The Whale and Dolphin Conservation 
Society invites you to give a very special gift and help directly 
with life saving conservation work. Or why not Adopt a Whale 
yourself? 

‘Adoptive parents’ will receive a personalised colour certificate, a 
photo of their whale, a window sticker, an information packed 
letter and six monthly magazine ORCALOG. 

PLUS. Friends of the Orcas (£17.50) receive a video of the 
whales: Orca - A Lesson In Harmony. 


Give an ‘adoption’ as a gift and the recipient gets a special card 
stating their present is from YOU . 


HOW TO ADOPT A WHALE 

To arrange your adoption, simply select one of the whales detailed below and 
_ complete the application form. _ 

A42 HOLLY A6 STRIDER 

Young adult female. Born 1980. Adult male. Born 1965. 

Holly gave birth to Ivy, her first calf, in Eldest son of ‘Tsitika”, one of his 
1991. Ivy is an energetic youngster, still favourite activities seems to be 
showing the bright orange colouration swimming under whale watching 
of the newborn orca. boats! 

A25 SHARKY 
Adult female. Born 1971. 

Named after the distinctive shape of 
her dorsal fin. She has a calf Spike, 
born in 1986. 


^ _ ___ _ _ _ _ _ _ _ _ — --- - — _ — — 

METHOD OF PAYMENT 

(for one year) 

□ An Adoptive parent I 1 Friend of the Orcas 
ei250 (per whale) I -1 £17.50 (inc. video) 

□ Junior Adopter £10.00 

(under 16. receiving Junior Orcalog) 

□ Special Friend of the Orcas £30.00 
(inc. video and full colour print) 

Donation. Thank you. £_ 

1 enclose my cheque/PO made payable to WOCS for £_ 

or 

Please debit my Visa/Access/Mastercard lor £_ 


YES! I want to adopt a whale 

I have chosen; 

_ and I 

Recipients Name _ 

(this name will appear on the certificate) 

Address_ 


A5 TOP NOTCH 
Adult male. Born 1958. 

Easily recognised by the “notch” out 
of the top of his dorsal fin. He now 
spends most of his time with his 
brother, Foster. 


Postcode 


TOTAL (please add £5 for overseas adoption) E. 
Card Number: 


This gift is from: _ 

(only (ill this in if you are giving this as a gift] 


Expiry Date: 
Signature: 


Send to: WDCS, 
FREEPOST (SN 863), 
BATH, AVON, BA1 2XF 

Registered Charity No. 1014705 



CONSERVATION SOCIETY 



36P (CHEAP) 48P PER MIN (OTHER TIMES.) MAX. POSSIBLE COST £3.60.;? 
PERMISSION TO MAKE THIS CALL WHERE INSTANT WIN IS INDICATED. PRIZE ^ 
_™.UNEHS ARE DECIDED INSTANTLY BY PLAYING A DECIDING GAME. 
^^T»l«/SEGAmMlGA ARE ALL REGISTERED TRADEMARKS OF THEIR RESPECTIVE 
WE ARE NOT RELATED TO OR ENDORSED BY THEM FOR RULES/WINNERS 
VSEND S.A.E. TO; NTC. PO.BOX 1608, TROWBRIDGE BA14 8FJ . .. ^ 


PLEASE MENTION SUPER PRO WHEN RESPONDING TO ANY ADVERTISEMENT 
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This section is devoted 
^to tips which bust a game wide open. 
Every month it’s updated - an indispen- 
sabie, at-a-giance guide to cracking open 
aii the toughest officiai reieases. 



ACTRAISER 

SPECIAL MODE 

When you finish the game in regular mode, it is 
possible to select a special mode. On the title 
screen, move the icon below “New Game". The 
word “Special” appears. This will enable you to 
play through the game without going into the 
creation mode. 

EXTRA LIVES 

Here’s a handy cheat to gain extra lives. Call the 
rain over the forest in the Northeast and the people 
will hand you a 1-up. In Kasandora, when the 
pyramid appears, cause an earthquake and a 1-up 
will appear. 

ADVENTURE ISLAND 

LEVEL SELECT 

Press R, R, X and START on the title screen. 

ALADDIN 

PASSWORDS 

Level 2 - Genie, Monkey, Aladdin, King. 

Level 3 - Jafar, Monkey, Jasmine, Genie. 

Level 4 - Genie, Jafar, Aladdin Monkey. 

Level 5 - Monkey, Aladdin, Genie, Jasmine. 

Bonus Stage - Jasmine, Jafar, King, Jasmine. 
Stage 6 - Jafar, Jasmine, Aladdin, Jafar. 

End of Game - Aladdin, Jasmine, Monkey, King. 

ALIEN 3 

PASSWORDS 
Stage 2 - QUESTION 
Stage 3 - MASTERED 
Stage 4 - MOTORWAY 
Stage 5 - CABINETS 
Stage 6 - SQUIRREL 
End Sequence - OVERCAME 

ASSAULT SUIT VALKEN 

INFINITE CONTINUES 

When the title screen appears, hold down L, R, 
and UP while pressing START. 

AXELAY 

INFINITE LIVES 

To gain an unlimited supply of ships, pause the 
game, unpause, then pause again. Now press 
SELECT, UP, DOWN, LEFT, RIGHT, Y, B, A. X. 
Now unpause the game. If the cheat has worked, 
the word “Mutek” will have appeared where the 
score used to be. 

BATIVIAN RETURNS 

LIVES CHEAT 

During the title screen, move the bat down to the 
options and press START. Now press UP, UP, 
DOWN, DOWN, LEFT, RIGHT, LEFT, RIGHT, B 
and A. Tones of music will tell you if the cheat has 
worked. Using controller one, move down to the 
option that says “REST.” Your life count will now 
increase to nine. 

BLAZING SKIES 

POWER-UP 

This quickie will allow you to start the game with a 
fully powered Marcel LeBlanc. Simply select the 
“Continue Game” option, then go to “End”. 


BLUES BROS 

99 LIVES 

At Denver, collect the 11 extra lives available, then 
commit hari-kari. Repeat the process until you 
have accumulated all the 99 lives possible. 

CAL RIPKEN BASEBALL 

A TEAM OF CARL’S! 

To turn your entire team into a bunch of Cal 
Ripkens, select any team, then press L, R, and 
START. Now every player will be an incarnation of 
the great man himself! 

DESERT STRIKE 

FINAL CODE 

Enter the following code to view the game over 
sequence: 99P55LM. 

DINO CITY 

LEVEL CODES 

Stage 2: 1SXR1EWMXNNN 
Stage 3: JCSNKEWKX4C3 
Stage 4: NCDDIVWYXNXN 
Stage 5: DCUJJWWGXUON 

E.D.F. 

INVINCIBILITY 

To become invincible in Jaleco’s frantic shoot-’em- 
up, pause the action just after you’ve begun a 
game, then press A, B, X, Y, RIGHT, LEFT, UP, 
DOWN, LEFT, and RIGHT. 

F-1 EXHAUST HEAT 

SUPER SPEED 

Thanks to Paul Hoedemaker for this handy little tip. 
If you have a joypad with auto-fire, put the L and R 
button on semi-auto. Now if you hold them down 
on a straight, your car will go up to 404 mph! 

FATAL FURY 

CHARACTERS 

Pressing DOWN on controller two whilst in the 
character select screen, will allow you to play the 
Bosses. 

FINAL FIGHT 

HIDDEN OPTIONS MENU 

Hold the L and R buttons and press START on the 
title screen. You can now alter your number of lives 
as well as the difficulty level. 

EXTRA ENERGY 

When the policeman drops his gum as he enters 
the screen, pick it up and chew it. This will 
replenish your energy bar. 

FINAL FIGHT GUY 

EXTRA ENERGY 

On level four, top up your energy by continually 
walking up and down in front of the white dog. 

FIRST SARIURAI 

For an extremely handy level select, go to the 
option screen and press X, A, L, and R together. 
Two doors will now begin to close over the writing. 
Before they do, press the following directions whilst 
keeping the original sequence pressed down. 
RIGHT - Stage 1-2, DOWN - Stage 2-1 , LEFT - 


Stage 2-2, UP - Stage 3. 

GODS 

PASSWORDS 
Temple - SD1 
Labyrinth - MGB 
Underworld - BMH 

GOOF TROOR 

PASSWORDS 

Level 2 - Bananas, Red Jewel, Cherry, Bananas, 
Cherry. 

Level 3 - Cherry, Red Jewel, Blue Jewel, Cherry, 
Bananas. 

Level 4 - Red Jewel, Cherry, Blue Jewel, Blue 
Jewel, Red Jewel. 

Level 5 - Bananas, Cherry, Blue Jewel, Red Jewel, 
Bananas. 

GRADIUS III 

SUPER POWER-UPS 

In order to get missiles, full options and shields, 
simply pause the game and press UP, UP, DOWN, 
DOWN, L, R, L. R. B, A then restart. 

EXTRA LIVES 

For 30 lives, hold left on the title screen, press A 
three times then start the game. 

EXTRA CREDITS 

For up to nine extra credits, press the X button 
rapidly on the title screen. For every tenth press on 
the button, you will be rewarded with an extra 
credit. Be sure to start the game before the title 
screen disappears, otherwise the number will 
revert back to four. 

EXTRA LEVEL 

During the options screen, hammer the A button at 
about eight times a second (it helps if you have 
turbo mode on your control pad). Where the level 
of play is shown, the word ARCADE will appear. 
This not only increases the difficulty of the game, 
but also adds an entirely new level. 

HUNT FOR RED OCTOBER 

LEVEL SELECT 

At any point during the game, press pause then 

hammer the Y button eight times for a level select. 

EVADE THE ENEMY 

Hold down A and B. while pressing UP and 

DOWN. You can now make yourself soundless 25 

times. 

NHLRA HOCKEY '93 

FINAL CODEY 

Enter the following code to go straight into the final 
between Los Angeles and Boston: 
C42BWBG00P37LV9J 

JOE AND IRAC 

EXTRA LIVES AND ITEMS 

Go to a stage that you’ve already completed, 
collect a useful item (such as an extra life or 
special item), then press START to pause and 
SELECT to quit the level. Simply keep repeating 
the process to build up your lives and items. 

JOHN MADDEN '93 

PASSWORDS: 

Dallas vs Greenbay - DJGPBBKC 
Dallas vs Philadelphia - DJLPBBPC 
Dallas vs Cincinnati - DFRNCFVC 
Chicago vs Washington - DFGNBBFC 
Chicago vs Greenbay - DFLNCBLC 
Chicago vs Cincinnati - DFRNCFVC 
Houston vs Cincinnati - MNGLBBVC 
Houston vs Kansas city - MNLLBBFD 
Houston vs Greenbay - MNRLBDMD 

LEMMINGS 

OPTIONS 

On the title screen, press and hold down SELECT 
and press START. This will take you to a hidden 
options screen that allows you to adjust your 
controls. 

SUNSOFT LEVELS 

Here’s some codes for the super difficult Sunsoft 
levels: 

GNNBJWV - Level 1. 

RCQRFPV - Level 2. 

FBJJKJB - Level 3. 

RMQMZDC - Level 4. 

DTCVZMQ - Level 5. 

MAGIC SWORD 

SECRET WARP 

On floor 34, hit the fourth set of pillars after you 
begin the level to reveal a secret door. This will 
take you straight through to the Hydra. 

MORTAL KOMBAT 

STUN CHEAT 

Get close enough to your opponent to perform a 
flying kick, so that you land on the other side of 
them. Quickly perform the same move again before 
there’s any retaliation, then once again quickly. On 
landing the third time, jump back over the opponent 
with a normal rolling jump. Your opponent will now 
be stunned and unable to move a muscle. Now 
push them over to the edge of the screen and 
perform an uppercut, then follow up with a series of 
low punches. Your opponent will be helpless and 
unaTrle to resist! This sounds much more 
complicated than it is, so don’t worry! 

SURE-FIRE VICTORY 

On the easy game levels, it is possible to defeat 
your opponents with the greatest of ease. When 
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the rounds begin, jump back into your own corner 
and then repeatedly perform a backward jump 
followed by a flying kick. After maybe a few 
projectile moves, your opponent will walk towards 
you leaving themselves wide open for this devious 
attack. Now watch those Flawless Victories pile-up! 

OUTLANDER 

INFINITE ENERGY 

Pressing UP, L, R, UP, B, and A during the game 
will give you infinite energy. 

OUT TO LUNCH 

BONUS ROOM AND GAME. 

In Greece, jump on the tree at the top. By doing 
this, you’ll cause olives to fall from the branches. 
When you see a gold one, catch it. A door should 
now appear on the level to warp you to a secret 
room. Inside the bonus room, jump on the safe and 
swing your net to catch the money that pours out, 
then hit the drawer for an extra life. Finally, on the 
last level in Switzerland, hit the clock and a bird will 
pop out. Hit it with your flower and two birds will 
appear. Jump off the platform next to them and 
swing your net to play a weird bonus game. 

RARODIUS 

FULL POWER-UPS 

To gain maximum firepower in this cute little shoot- 
'em-up, simply pause the game and press B, B, X, 

X, A. Y, A, Y, UP, and L. Then unpause the game 
and bingo! 

SECRET LEVEL 

Go to the bottom of the water beds on level three 
to be warped to a secret level. 

INVINCIBILITY 

For invincibility, pause the game and press L, R, 

UP, R, A, L. Y, DOWN, B, A, Y, A, Y, and R. Now 
unpause the game and resume play with a slight 
advantage! 

EXTRA DIFFICULTY LEVEL 

If this fun little game is beginning to wear a little 
thin, enter the following code to access an extra 
difficulty level, but are you up to the challenge? 
882943. 

PILOT WINGS 

PASSWORDS 

Level 2 - 985206. 

Level 3 - 394391 . 

Level 4 - 520771 . 

Level 5- 108048. 

Level 6-400718. 

Level 7 - 773224. 

Level 8-165411. 

Level 9 - 760357. 

Level 10-882943. 

PRINCE OF PERSIA 

LEVEL SELECT 

Go to the password screen and enter SPECIAL. 
When the game rejects it, cancel and start a game. 
Now pause and press B, Y, UP, DOWN, LEFT, 
RIGHT, L and R. If this has been tapped in 
correctly, you’ll hear a noise. Now simply hold 
down START and press SELECT, to enter a level 
select mode. 

RIVAL TURF 

WARP LEVEL 

To access a hidden warp zone, to the later levels, 
make sure you’ve killed over 30 enemies, then 
enter the door of the first hut on level 4-2. You’ll 
enter a room with a strange seated alien, give it a 
good duffing up and skip a few levels! 

ROAD RUNNER 

START WITH 75 LIVES 

On the title screen, press and hold LEFT, SELECT, 
R, Y, and START. Keep these buttons pressed 
down until a screen displaying the unusual motto 
“Zippity Splat” crops up, then press X as well. You 
can now start the game with 75 lives. 

ROCKY RODENT 

UNLIMITED CONTINUES 

For unlimited continues, wait until Rocky runs 
across the title screen from left to right, and then 
press Y, A, R, A, B and A. This should make an 
options screen appear. Highlight the “Credit ?” 
option and the world is your oyster! 

SIM CITY 

EXTRA CASH 

To earn just under one million dollars, you first 
need to spend all your money in one year. When 
the tax screen appears, at the end of the year, hold 
the L button and exit. Whilst still holding L, go back 
to the tax screen again and release L. When the 
people start spending the money, your funds will 
increase to $999, 999. 

SPINDIZZY WORLDS 

HIDDEN OPTIONS 

By entering the password MIMICHAN, you’ll 
access a special test mode allowing you to select 
which level you start on. 

LEVEL SELECT 

Enter the following password to access a level 
select cheat: MIMICHAN. 

STAR WING 

SECRET BLACK HOLE 

This hidden level can be accessed on level 1 -2 in 
the asteroid field. Watch for three spinning columns 













of asteroids. In each case, you must shoot the 
orange asteroid in the centre just before you crash 
into it. A grey smiling asteroid will then appear, 
simply crash into it to be instantly warped to the 
black hole. There’s loads of power-ups plus three 
solid yellow rings which are gateways to, in order, 
Sector Y, Sector Z and Above Venom (Level One). 

STREET FIGHTER II 

IDENTICAL FIGHTERS 

During the title screen, press DOWN, R, UP, L, Y, 

B, X, and A quickly. You should now be able to use 
the same character as your partner in two-player 
mode. 

SPECIAL ENDINGS 

To sneak a look at the good character endings 
without playing on level 7, enter the championship 
mode, then set the difficulty level to 2. After you’ve 
gone through the game and beaten Bison, press 
START and R simultaneously before the screen 
fades to view the endings. 

STREET FIGHTER II TURBO 

DISABLE SPECIAL MOVES 

When the Capcom logo is displayed, type in the 
following code on controller one before the screen 
fades-out: DOWN, R, UP, L, Y, B, X, and A. 

10 TURBO STARS 

To increase the Turbo level to ten, type in the 
following code on controller tow as the word 
“Turbo” scrolls across the screen: DOWN, L, UP, R, 
Y, B, X, and A. 

STRIKER 

PASSWORDS: 

Super Cup Indoor Finals 

N2KJDCHL 

BBBBBBBB 

3BBBBBBB 

BBBBBBBB 

BBBBBBBB 

BBBBBBBB 

BBBBBBBB 

BBBBBBBB 

SUPER CUP OUTDOOR FINALS 

ZD76FGGB 

BBBBBBBF 

BBBBBBBB 

BBBBBBBB 

BBBBBBBB 

BBBBBBBB 

BBBBBBBB 

BBBBBBBB 

LEAGUE INDOOR FINALS 

QM4BBVSB 

B969BBBB 

BBBTBYCB 

QRH4C4MW 

C04CRSGM 

8GJ843HC 

S 1 VZ M 8W F 

LEAGUE OUTDOOR FINALS 

997CBQW? 

?BB BMBBB 

BBB7B8XL 

RMMHCCDW 

OMCHR8CC 

5434 VCOG 

57870WWF 

BBBBBBBB 

WORLD KNOCKOUT INDOOR FINALS 

ZFMYFBHB 

BBBBBBBB 

CBBBBBBB 

BBBBBBBB 

BBBBBBBB 

BBBBBBBB 

BBBBBBBB 

BBBBBBBB 

WORLD KNOCKOUT OUTDOOR FINALS 

4MPKXLHC 

BBBBBBBV 

CBBBBBBB 

BBBBBBBB 

BBBBBBBB 

BBBBBBBB 

BBBBBBBB 

BBBBBBBB 

SURER ADVENTURE ISLAND 

ROUND SELECT 

Wait for the story screens to appear and press 
START, so that the second title screen comes up. 

At this point press diagonal TOP LEFT, L, X, and 
RIGHT on the joypad. Whilst holding these buttons, 
press START to enter the round select screen. 

SUPER BOEEBERIRAN 

TITCHY SPRITES 

To make your character sprites miraculously shrink 
in size, enter 5656 as a password at the start of the 
game. 

SOUND TEST 

To access a hidden sound test, plug in your multi¬ 
tap accessory, then hold down R on the fifth 
controller. The sound test should now appear. 

SURER DOUBLE DRAGON 

UNLIMITED CONTINUES 

When playing with a partner, fight until each of you 
has only one credit remaining, then when you’re 
asked to continue, both press START at the same 
time. Next time you’re asked to continue, you’ll find 
to your amazement that you’ll have seven credits 
again. This tip can be repeated until you complete 
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the game or just get sick of it! 

SURER GHOULS 'N' GHOSTS 

LEVEL SELECT 

To access a level select screen, highlight EXIT on 
the options screen, then hold down L and START 
on the second controller. Now press START on 
controller one and another options screen will 
appear in which you can choose your starting level 
and area. 

SURER IRARIO ALL-STARS 

EXTRA LIVES 

Go into the first Super Mario Bros game and make 
your way to world 3-1. Near the end of the stage 
you will come across a large staircase with two 
Koopas walking down the blocks. Stand next to the 
bottom block and once the second Koopa moves 
down to the bottom, jump up and bounce on it 
multiple times to score vast quantities of 1-ups. 

For more extra lives, go into the Lost Levels game 
and begin on world 1-1. At the beginning of the 
level go right and locate a C shaped block with a 
Koopa in it. Nudge the second block from the left to 
produce a red mushroom. Nudge the other blocks 
and grab the falling mushroom to become larger. 

Be sure not to scroll the screen on too much, 
otherwise you won’t be able to return to the “C” 
shaped block. Jump up and smash the left hand 
block, then smash the one to the right of the 
mushroom block. When you do this make sure the 
Koopa is always to the right so that you can trap 
him on the right hand block. Now jump up to 
balance on the mushroom block and from there 
smash the top blocks in order from the left. Leave 
the last two blocks at the top before leaping over to 
land on the Koopa. If you do this correctly Mario 
will bounce on the Koopa several times until the 
timer runs out, scoring an extra life on every 
contact. 

SURER RIARIO KART 

WARP ZONE 

This handy button sequence transports you 
straight to the Special Cup Race without having to 
win gold on the others. Select a Time Trial race, 
highlight the Mushroom Cup and press L, R, L, R, 

L, L, R, R, and A in sequence on the joypad. 
GHOST RACER 

Go to the player selection screen and you’ll see 
Mario highlighted. Press start on controller two, 
and the letters “COM” will appear above the 
princess’ head. Select the character you want to 
race as using controller one, and the “COM” driver 
using the second controller. When you start your 
time trial, you’ll see that the “COM” driver is a 
ghostly image controlled by the computer. 

TURBO START 

As you begin a race, wait until the first light flashes 
and beeps, then hold the B button, when all of the 
lights have gone, you’ll shoot forward ahead of the 
pack. This tactic takes split-second timing, so 
practise. 

SURER FEARIO WORLD 

UNLIMITED LIVES 

Select a two-player game and station one of the 
brothers in the secret area in the Donut Plains. Get 
Yoshi inside the stage and a 1-up will appear in his 
place from then on. Now simply use the other 
brother to play on through the game, and whenever 
he runs low on lives, have the brother stationed at 
the secret area send him more. 

SURER RANG 

LEVEL SELECT 

On the game select screen, press L, R, R, L, UP 
and DOWN. A number should now appear in the 
centre of the screen; this indicates the starting 
level. Simply move it to the desired starting level. 

SURER OFF ROAD 

INFINITE GAME TIME 

To be able to continue on your own for as long as 
you like, select a two-player game. If you play on 
your own, just leave truck two and you’ll always 
finish in third place or higher. 

SURER SIVtASH TV 

ROUND SELECT 

On the difficulty setting screen, press RIGHT, 
RIGHT, UP, DOWN, R, and L. 

EXTRA LIVES & CREDITS 
On the player number and difficulty setting screen, 
press DOWN, L, R, and UP. You should now be 
able to alter the number of lives and credits. 

SURER SOCCER 

CHANGE TEAM 

On two-player games, hold START on controller 
two when on the team select screen then press B 
on the same controller. You will now be able to 
compete as the special Nintendo team. 

EXPERT LEVEL 

Here is the level code to get you through to the 
expert level on this classic footie game. 

EASY PENALITIES 

When the computer is taking penalties, pause the 
game as the player strikes the ball, this should give 
you an insight into which direction he’s shooting in, 
and will give you a chance to move your goalie 
accordingly. 

SAME TEAMS 

To play as the same team as your partner, select 
the team you want player two to play as (eg. 


Argentina), then press SELECT, START and B on 
controller two to select the special Nintendo team. 
Then move player one to player two’s desired team 
and press Y on controller two, this will cancel out 
the Nintendo team selection and allow player two 
to become the same team as player one, only in 
their away strip. 

SURER STAR WARS 

SUPER CHEAT 

Turn the machine off and on (if it’s been on a while) 
then go to the options screen and type, A, A, A, A, 
X, B, B, B, B, Y, X, X, X, X, A. Y, Y. Y, Y and B. If 
entered correctly, you’ll hear a Jawa yell. 

When the game starts, you’ll have the option of 
selecting either Han, Chewie, or Luke at the 
beginning of the game. At any point in the game, 
press the L and R buttons on controller two to bring 
up a debug menu. This special screen will allow 
you to alter just about every significant aspect of 
the game including lives, weapon and level. 

Finally, during any stage, press A, B, Y, X and 
START at the same time on controller two to 
become invincible. This even allows you to walk 
through walls! 

DEBUG MENUS 

Switch your SNES off and then back on again, 
then enter the following code on the game 
start/options screen: A, A, A, A, X, B, B, B, B, Y, X, 
X, X, X, A, Y, Y, Y, Y and B. If the cheat has 
worked, you’ll hear a Jawa yell. Start the game and 
press L and R simultaneously on controller two to 
access the debug menu. These menu can be used 
to alter the amount of lives, level select, character, 
health sword and weapon. You can go back to the 
menu at any point in the game by pressing L and R 
on controller two. 

SURER SWIV 

LEVEL SKIP 

Pause and enter the following to skip a level. 

Level 1 - R, L, R, R, L, L, R, L, R. R, L, L. 

Level 2 - R, L, R, R, L, L, R, R, R, L, R, R. 

Level 3 - L, R, L, L, R, R, L, L. L, L, R, R, R, L. 
Level 4 - R, R, R, L, L, L, R, R, L, L, R, L, R, L. 
Level 5 - R, L, R, L, L, L, R, R, L, L, R, L, R, L, L. 
Level 6 - L, L. L, L, L, R, L, L, L, L, L, L, L, L, R. 
CONTROL ALL VEHICLES 
This cheat allows you to control the jeep and the 
helicopter simultaneously for double fire-power. 
During the title screen, press SELECT to access 
the two-player option, then press START and A 
together to access the cheat. 

SUPER TENNIS 

BETTER PLAYER 

For a more skillful player, highlight the one you 


want then press the following buttons on the 
second controller: L, L, L, L, L, X, R, R, R, R, R, R, 
R, X. 

THE ADDARIS FAMILY 

LEVEL CODES 

Enter these level codes to get further in Ocean’s 
spooky platformer: 

&&YKH - 17 lives, 3 hearts. Granny. 

V&HKF - 19 lives, 4 hearts. Granny, Pugsley. 
7DH94 - 29 lives, 4 hearts. Granny, Wednesday. 
7LSR4 - 33 lives, 4 hearts. Granny, Wednesday, 
Fester. 

BLSRS- 33 lives, 5 hearts. Granny, Wednesday, 
Fester, Pugsley. 

TINY TOONS 

SELECT SUB-GAMES 

Enter the following code to choose which sub¬ 
games to play: Elmyra, Shirly, and Calamite 
Coyote. 

TURTLES IN TIMS 

BOSS SELECT 

On the title screen, use controller two and press 
UP, UP, UP, DOWN, DOWN, DOWN, B, A and B. 
You should hear a chime, now start the game, 
choose your turtle and a menu will appear showing 
all 11 bosses. You can now go to any one of them. 
EXTRA CONTINUES 

A handy method to obtain extra lives and continues 
in one-player mode on Konami’s classic beat-’em- 
up is to press START on controller two, when 
you’re close to dying. You can now continue as the 
second player, increasing your chances of 
completing the game. 

WAYNE'S WORLD 

LEVEL SELECT 

On the title screen, hold down X, Y, B, L, R, and 
DOWN. Then press UP. A level select will appear 
in the bottom of the screen. Press SELECT to 
advance through the various stages. 

WINGS Rs ACES HIGH 

LEVEL CODES 

If this war-time blaster is proving to be too tough for 

you, try entering the following level codes: 

6m!CQG!NCGGL8 

sZG7owW6HBF 

HMdMJ6C!brG!v! 

!4!FIGCwPQk8Y 

7dz12G8MwR!Z 

Finally, the code BBHnwLL13CB!r will take you to 
the final stage, 


DIAL-A-TIP 


•THE ORIGINAL AND THE BEST* 


{SAYTES'FOR NINTENDO) 


0391 44S 

937 

LAST WEEKS CHEATS.. 

NINTENDO CHEATS N^TIRS.. 

CONSOLE CHEATS N'TIRS...... 

■ CONSOLE HOTMNE T-T-rrTr^-rT-TrrrrT-Tn-T^T- 

...0391 

...0391 

...0391 

...0391 

101R3S 

445709 

44577R 

445771 

ULTlfMATl QUEST fCOMPETITION} __ 

...0391 

445933 

1 ALL CHEAT LINES UPDATED EVERY WEEK 




DESERT STRIKEsJUNGLE STRIKE_,..0391 34S9Sr 

MORTAL KOMBAT. 0391 44S937 

SURER MARIO WORLD...0391 44S924 

THE IMMORTAL/RODLAND.0391 44S933 

ST.EIOHTER R WORLD WARRIOR/TURBO0391 44S940 

FIRST SAMURAI. 0391 4459RO 



FOR FREE MEMBERSHIP TO OUR CHEAT CLUB 

DIAL 0891 445 939 

ir YOU'RE STUCK IN A GAME WE V^tl my 10 HEIR YOU^ 
FOR A FERSONNAL ANSWER TO YOUR SHIOMEM: 


DIAL 0891 

445 768 

GUIDING LIGHT COMPUTER SERVICES LTD^P.O. BOX 17, ASHTON UNDER LYNE, 0L7 OWW 

For full competition rules send s.o.e. Colls cost 36p a min at 'cheap rote' and 48p a min at all other times. 
Please get permission if you dont pay the bill. Maximum coll charge £3.60 


SUPflt A. 
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ALADDIN 

7E005D00 - Lets you play the US 
version on UK machines. 

7E000901 - Activates cheat (99 
apples and 16 hearts). 

7E034703 - Invincibility. 

DEAD DANCE 

7E0B3C68 - Fireballs don’t move. 
7E0F500A - Player 1 plays Dolf. 
7E0FA90A - Player 2 plays Dolf. 
7E0F500C - Player 1 plays Rei. 
7E0FA90C - Player 2 plays Rei. 
7E0F500E - Player 1 plays Gajet. 
7E0FA90E - Player 2 plays Gajet. 

JOE & JVIAC 

7E083501 - Infinite keys for Joe. 
7E087501 - Infinite keys for Mac. 

JURASSIC PARK 

7E028B08 - Pick up a weapon. 
7E029508- Shotgun. 

7E029708 - Spread weapon. 
7E02DB00 - Infinite energy 
outside the building. 

LOST VIKINGS 

7E0FEB08 - Infinite hit points for 
Eric. 

7E0FED08 - Infinite hit points for 
Baleog. 

7EOFEF08 - Infinite hit points for 
Olaf. 

OUT TO LUNCH 

7E008A9A - Infinite time. 
7E008803 - Invincibility. 

PILOT WINGS 

These codes will take you to the 
special stages (you can only use 
one at a time). 

7E009E02 - Sky diving. 

7E009E00 - Hang-gliding and 
rocket belt. 

SUPER IVIARIO 
ALL STARS 

SUPER MARIO 

7E075A04 - Infinite lives. 
7E075400 - Mario starts off big. 


7E075E63 - Gives an extra life 
every time you collect a coin. 
7E005C00 - Floods the levels with 
water. 

7E173605 - Infinite lives for Luigi. 

SUPER MARIO 2 

7E075E63 -Gives an extra life 
every time you collect a coin. 
7E075C03 - Start on level 4. 
7E04C31F - Infinite energy. 

MARIO 3 

7E00BB0X - Replace X with one 
of the following: 

1 - To be Mario. 

2 - To be fire Mario. 

3 - To be Racoon Mario. 

4 - To be Tanooki Mario. 

6 - To be Hammer Throwing Mario. 

7 - To be Swimming Mario (even 
on land!) 

SUPER 

PROBOTECTOR 

7E151041 - Use with below codes 
to make everything die. 

7E151C20 - Use with above and 
below codes. 

7E151A80 - Use with above 
codes. 

TOP GEAR 2 

008A3D01 - Use with code below 
to allow you to play the US version 
on UK machines. 

01F80580 - Use with the above 
code. 

WWF ROYAL 
RUMBLE 

7E003D01 - Super fast walk. 
7E023101 - Use with the code 
below to put the wall into the ring 
so that your opponent cannot 
reach you. 

7E027BD9 - Use with the above 
code. 

XOJVIBIES ATE 
MY NEIGHBOUR 

7E1F9C0A - Always collect 10 
people. 

7E1CD601 - Unlimited bazookas. 


FAMILY DOG 

C2A8C7D9 - Infinite lives. 
C2AECD69 - Infinite super barks 
(you need at least 1). 

82C637D5 - Protection against 
most hits. 

DB6714DD - Start with more 
health. 

C2C23465 - Don’t lose super barks 
when you die. 

DCA2CDA9 - Cheese treats worth 
10 super barks. 

9DA0CF67 - Start in the living room 
hallway. 

10A0CF67 - Start in the living 
room. 

13A0CF67 - Start in the kitchen 
hallway. 

64A0CF67 - Start in the kitchen. 
6AA0CF67 - Start in the back door 
hallway. 

B1A0CF67 - Start in the yard. 
83A0CF67 - Start in the kennel 
interior. 

3DA0CF67+DFA0CFA7 - Start in 
the kennel exterior. 
E0A0CF67+DFA0CFA7 - Start in 
the woods and trees. 
FAA0CF67+D4A0CFA7 - See the 
ending. 


MAGICAL QUEST 
STARRING 
MICKEY MOUSE 


DB6907A0 - Start with 9 lives. 
C22BADD5 - Infinite lives. 
C2E5D462 - Protection from most 
hits. 

C23E6F65 - Infinite magic. 
DFEF0F68 - Each gold coin is 
worth 10. 

C23D6FD0 - More invincibility after 
being hit. 

1B2D64A5+4A2D67D5 - High 
jump. 


SIM CITY 

C28AAD61 - Money doesn’t 
decrease for most spending. 
DD67DFAA - Timer goes faster. 
DE67DFAA - Timer goes slower. 

1DAB6DA2+3CAB6FD2 - Start 
“easy” game with $60,000. 
0DAB6DA2+BAAB6FD2 - Start 


“easy” game with $40,000. 
86AB6DA2+D8AB6FD2 - Start 
“easy” game with $3,000. 


SUPER MARIO 
ALL STARS 

SUPER MARIO BROS 

17DFFAAD - Start “File A” game 
with 100 lives. 

C2CF04AA - Infinite lives. 
6D88DFA3 - Infinite time. 
D5DFFADD - Select any world for 
“File A” game. 

SUPER MARIO BROS 2 
AND THE LOST LEVELS 

17DFFEDD - Start “File A” game 
with 100 lives. 

C2B8A455 - Infinite lives. 
6D8F6D79 - Infinite time. 
DADFF30D+D7DFF36D - Select 
any world for “File A” game. 

SUPER MARIO 3 

DDAFAB63 - Run meter always on 
full. 

EEAFA803 - Fly as long as you 
want until you land. 

El A3D60A - Start and continue as 
Super Mario. 

D4A86CAA - Collisions turn you 
into Super Mario. 

D7A86CAA - Collisions turn you 
into Fire Mario. 

D0A86CAA - Collisions turn you 
into Racoon Mario. 

D98A6CAA - Collisions turn you 
into Frog Mario. 

D1A86CAA - Collisions turn you 
into Tanooki Mario. 

D5A86CAA - Collisions turn you 
into Shammer Mario. 

C23B680D - Star makes you 
invincible for longer. 

82B008DD - Infinite lives. 
6D3D6619 - Infinite time. 
D5D4F36D - Select any world on 
“File A” game. 

17B0DC0F - 99 lives after continue. 
AD3E6801 - Power jump. 

863E6801 - Super jump. 

8D3E6801 - Mega jump. 

C63E6801 - Ultra power jump. 
DDA0ACD3 - Skywalking (stay up 
until you release the jump button), 


• Please note - unless otherwise stated these are codes for UK carts and may 
not work with US or Japanese versions. 

• Remember when phoning the helpline to have your membership number ready. 




HEI-I* l-INE 
0843 23-1088 

MON - FRI: 12.00 NOON - 7.00 PM, SAT: 8.00 AM -12.00 NOON 
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HtH QaiiicS Hx'diaaM 


SWAP< __ 

BEATO P^^G £40 OFTMORE FOR A NEW^OMEIIl 

WE DO NOT CHARGE EXTRA FOR POSTAGE, WE DO NOT USE A POST BOX WO. WE DO'NOT 
CHARGE MEMBERSHIP FEES, BUT WE DO DELIVER BY IST^ASS RECffl^^D POS=0! 
WE CHARGE ONLY £6.00 (TOTAL) PER GAME EXCHANGED. WE CARRY A LARGE UP TO 
DATE STOCK OF GAMES, TOO MANY TO LIST OUR MEMBERSHIP NUMBERS HAVE 
RISEN TO WELL ABOVE 2000! MAKE YOUR CHOICES OF A SIMILAR MAG/>EINE RATING 
AS THE ONES YOU SEND. FOR THEIR SAFETY, SEND GAMES IN PADDED PACKAGING 
AND BY RECORDED DELIVERY. USE A COPY OF THE FORM OPPOSITE OFi^-A SEPERATE 
SHEET OF PAPER IF YOU DO NOT WISH TO CUT OUT THIS COUPON. GAMES ARE 
USUALLY DESPATCHED BY RETURN OF POST PLEASE ALLOW A MAXIMUM OF 14 DAYS 
FOR DELIVERY. ONLY CARTRIDGES THAT ARE BOXED WITH INSTRUCTIONS WILL BE 
ACCEPTED. WS ALSO BUY A^:^ GhU. SND HAHD GAMES AND CONSOLES,. 


MEGADRIVE, MEGA CD,MASTER SYSTEM, 
SUPER NES,NES,GAME GEAR, GAMEBOY, 

POST TO: The Gaines Exchange, 24 LANGTON CLOSE, 
HUCCLECOTE, GLOUCESTER,GL3 3AZ. 

TEL: 0452 611550 

NAME. 

ADDRESS. 

SIGNATURE OF GUARDIAN 

(IF UNDER 18). 

1ST CHOICE. 

2ND CHOICE. 

3RD CHOICE. 

4TH CHOICE. 

GAME ENCLOSED. 

AMOUNT ENCLOSED £. 

PLEASE MAKE CHEQUES OR P.o!s PAYABLE TO 

The Games Exchange 



WO^O GAME CENTRE 


MEGADRIVE, SUPER NINTENDO, PC ENGINE, LYNX, NEO GEO, 
JAGUAR, GAMEBOY, TURB6 GRAFX,GAME GEAR,3D0. 



JAPANESE SUPER NINTENDO SPECIALISTS 


WE CAN MEET ALL YOUR JAPANESE SOFTWARE AND ACCESSORY NEEDS 


NEW RELEASES 


SECRET OF MANA-59.99 

EMPIRE STRIKES BACK--59.99 

AUDDIN--.49.99 

LETHAL ENFORCERS-—59.99 

JOHN MADDEN 94-54.99 

BOMBERMAN +MULTI—64.99 

CLAYFIGHTER-59.99 

TURTLES TOURN.-59.99 

G0EMAN2-CALL 

MEGAMAN.CALL 


HARDWARE 


SUPER NES (UK)- 

--85.00 

S.NES +ALL STARS--- 

--99.99 

S.NES(USASCART)- 

-119.99 

TURBOFIREJOYPAD- 

—9.99 

NINTENDO J0YPAD-- 

--14.99 

SCARTLEAD- 

--14.99 

STEREO LEAD- 

--9.99 

SAITEK JOYSTICK--- 

--29.99 

STEREO SPEAKERS-- 

--59.99 

USA/UK/JAP ADAPTOR' 

--19.99 


SPECIAL OFFERS 

CYBERNATOR(USA)-25.00 

CONTRA 3(USA)-25.00 

SPIDERMAN(UK/USA)-—20.00 
EXHAUST HEAT(USA)-—25.00 
DOUBLE DRAGON(USA)-25.00 
NHLPAHOCKEY(UK) -—25.00 

POPULOUS(UK).25.00 

STARFOX(JAP)-30.00 

MARIO ALL STARS(JAP)--35.00 
UK/USA-JAP ADAPTOR--10.00 


CALL FOR MORE PRICES OR SEND S.A.E. FOR FULL LIST. WE HAVE A HUGE RANGE OF NEW & 
USED GAMES IN STOCK. PART EXCHANGE WELCOME P&P FREE ON GAMES. £10 ON CONSOLES. 

PLEASE CAL L FOR LATEST RELEASES. 888 WIMBORNE RQAD,BOURNEIIIIOiJTH. BH92DR. 

ran TEL/FAX 0202 527314 mm 


JUST A FEW OF OUR PRICES.... 

DEAD DANCE £27.99 

STREETFIGHTER 2 TURBO £49.99 

SUPER BOMBERMAN £43.99 

PRINCE OF PERSIA £20.99 

TINY TOONS £29.99 

SUPER GHOULS & GHOSTS £23.99 

BATMAN RETURNS £24.99 

FIRST SAMURAI £24.99 

COMBATRIBES £26.99 

COSMOS POLICE GALIVAN £26.99 


SUPER STAR WARS 
DRAGONS MAGIC 
TEKKAMAN BLADE 
WWF ROYAL RUMBLE 
BIOMETAL 


£35.99 

£29.99 

£36.99 

£35.99 

£28.99 


CALL FOR LATEST RELEASES 
ACCESSORIES 

HUDSON MULTI TAP £23.99 

UNIVERSAL ADAPTOR £7.99 


PHONE BEFORE YOU SEND ANY MONEY-SOMETIMES PRICES ARE EVEN LOWER! 

ALL NEW GAMES-SORRY NO SWAPS 

ADD £1.00 PER ITEM FOR P&P.CHEQUES & POS PAYABLE TO WALTON SOFTWARE PLEASE. 
LATEST RELEASES - FAST SERVICE - LOW PRICES!!! 



ALL GAMES UK/US-PHONE FOR THE LATEST UK NINTENDO GAMES 



WE LL BUY YOUR GAME BACK WITHIN 
7 DAYS AT AN AGREED PRICE IF 
YOUR’E NOT HAPPY WITH ITl! 


PLEASE MAKE ALL CHEQUES/ 
OSTAL ORDERS PAYABLE TO: 


£46.00 


£52.00 


£40.00 


AERO THE ACROBAT 
ART OF FIGHTING- 
ASTERIX 
BATTLE 
BATMAN 

BATTLETOADS ——.—^£46.00 

>.00 
>.00 
1.00 

DAFFY DUCK -MARVIN ••~H£47.00 
DENNIS THE MENACE*——HM7.00 
DESERT RGHTER——————-^ALL 

DRACULA"»«»»>»>»»*>*»«»>**»** » ******«* C 40.00 
DUNGEON MASTER .^......>......^£57.00 

EQUINOX'—«»«» » «»*>»>«>»**»»*»»*««*»>«£44.00 
EYE OF THE BEHOLDER——£51.00 

FINAL FIGHT' — «» " »£32!oO 
HUMAN GRAND PRIX ....>....*......£49.00 

INSPECTOR GADGET———£46.00 

JURASSIC PARK———£45.00 
KING ARTHURS WORLD ............£47.00 

LEMMINGS ..**—*........*......*.....£40.00 

LOST VIKINGS ——£45.00 

LEGENDS OF THE RING —•HM8.00 
LAST SAMURAI .. — *.....*..........*£46.00 


US SUPER NINTENDO ...£125.00 
UK MARIO ALL STARS ...£125.00 

PATRIOT JOYCARD.£19.99 

ACTION REPLAY CART ....£39.99 
CONVERTOR PLAYS S/FX ALSO 
PLAYS SFII TURBO.£14.00 


SORRY! BUT PRICE MAy'CHANGE DUE 
TO FLUCTUATION OF THE POUND j 


MARIO TIME MACHINE*—~*H£48.00 
MARIO & WARIO ———..£65.00 
MARIO IS MISSING .......*.**....***..£46.00 

MARIO KART .*..*£39.00 

MORTAL KOMBAT———£54.00 
MR NUTZ .....*.....£44.00 

PINK panther*————£46.00 

ROCK N ROLL RACING """ .. """ £47.00 
SHADOWRUN ..............".".".".£50.00 

STARFOX .. " .......... """ . " .. " . "" .£47.00 

STARWARS ...................."*".."» £ 47.00 

S.FIGHTER 2 TURBO """"""—£ 58.00 
STRIKER "£ 40.00 

SUPER AIR DIVER*———£48.00 
S.BOMBERMAN + MT » ............" £ 60.00 

S.EMPIRE STRIKES BACK ****£60.00 
SUPER FX TRACK ...............".. " .CALL 

SUPER TENNIS "———£35!00 
TAZ-MANIA ........ ............. " * " .". £ 45.00 

TMNT TOUR HGHT1NG*******«4M8^ 

wonLDTcn oI:C"M"” “ ^^ 

^^DA 3* """""""""—" " — ^! 
ZOMBIES ATE MY NEIGH. "—£48.00 
ZOOL " ... — . " .CALL 


FOl? ADVEHTISINd 
DETAILS: 

CALL 0202 299900 
FAX 0202 555011 
S UPEE PEO, 
SECA PpO, 
SUPEpXS, 
SECA XS, 
MECA POWEi;, 
PC POWEp. 



















































































































SUPER JO JO .42.99 

Fully compatible with SNES, Super 
FAMICOM & Sega Mega Drive 
System. 


COMPETITION PRO ...16.50 

The Super 16 features auto fire, 
turbo fire, slow motion and an 
eight-way super switch. 


QUEST JOYPAD.14.99 

Light weight joypad which includes 
slow motion and turbo fire. 


SNES CARTS 



JURASSIC PARK.£54.33 

POPULOUS.£33.93 

POWER MONGER.£33.99 



STAR WING.£43.99 

SFII TURBO.£57.99 

SUPER MARIO ALL-STARS.£47.99 


NEW MANGA VIDEOS 



DOMINION VAMPIRE PROJECT 

TANK POLICE E'lZ.BO HUNTER £^2.50 A-KO £12.50 



PUSH OVER.£33.99 

SIM CITY.£32.99 

SUPER TENNIS.£34.99 

SUPER GHOULS & GHOSTS.£37.99 

ZELDA III.£41.99 
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GAME GENIE FOR THE 


PRO ACTION REPLAY FOR THE 


SUPER NES 
NES. 


SUPER NES 

NES. 

GAME BOY.. 


GAME BOY 


AUDIO VIDEO LEAD 


GAMES MASTER CONVERTOR 

Lets you play American SNES Games on 
European Nintendo. £14.5( 


J . . '^.vu 

Portable organiser for your Super Nintendo 
and 8 games. This case also holds joypads 
and power pack. 


Available small (£14.50) and large (£19.50) 


Keep your precious Super Pro collection 
dust free in a sensational taylor made 
binder. The binder holds up to 12 issues, 
and comes in black and gold. It's the perfect 
solution to keeping Super Pro safe. 


Uj . 

Allows you to play American and Japanese 
cartridges on your UK console. 



THE COMPLETE SEGA & NINTENDO 
GAME-BUSTING GUIDE £2.99 

Fabulous collection of hints, tips and dodges for all the biggest titles on 
Sega and Nintendo consoles. The fact-packed read features tricks and 
tactics to over 500 top titles. Infinite lives, level selects, power-ups and 
more... 



1 would like to order the following 

|: 

HEM 

MACHINE 

PRICE 

















Enclose a total of £ 

Please add £1 p&p for games & £1.50 for accessories 
Please Allow up to 28 Days for delivery 

Method of payment (please circle) 

Cheque • Postal Order • Access ‘Visa 

Credit Card No 

/I _ I 

Expiry date / / 

Name. 

Address. 


Postcode. 

Telephone. 

Signature. 

SEND THIS FORM TO: 

Super Pro Savers 
Paragon Publishing 
FREEPOST (BH 1255) 
BOURNEMOUTH 
BH11BR 

Or telephone our Mail Order Hotline on 

0202 299900 

Or fax your order on 

0202 299955 

Please make all cheques payable in pounds Sterling to 


Access 




















































Another Christmas, 
come and gone, 
prolonged by family 
anguish, too much 
food and never 
enough presents. This, 
as you may now have 
realised (if you’re the annoying sort of 
person who flicks backwards through a 
magazine) is my final letters column. Oh 
dear, a tear has splashed onto my 

keyboard, only to trickle 
in amongst the pool of 
sobbing sadness that 

has collected there throughout the day. How warm and 
comforting my Mail section has become over the many months of 
writing it. Still, all wondrous things come to an end, and every 
ending forks into at least two new beginnings. Don’t you think? 
But no tears for me, for on the horizon I can see a genuine sad 
boot. Fluffy people please skip the next letter... 


PROSECUTION CASE 

Dear Mark, 

I’m a SNES owner and an avid reader 
of your excellent magazine, but I’m 
narked off! 

1) I’ve just returned from a trip to the 
USA and I bought back a copy of SFII 
Turbo, only to find that when I plugged 
it into my adapter I got some crappy 
message about only working with 
NTSC and not PAL systems. Why do 
Nintendo bother trying to country 
protect their games? What do they 
expect me to do now? Take it back to 
America, get a refund and buy a new 
one here? I think not. I’ll just have to 
wait for some brain box to invent an 
new adapter, spend another £15 and 
keep Datel in business. Capcom and 
Nintendo, GET A LIFE! 

2) After playing that excellent arcade 
game Mortal Kombat, I was looking 
forward to seeing the SNES 
conversion. Surely all the sickness 
and gore that made the arcade 
conversion so popular and fun could 
still provide a few chuckles at home? 
But what happens? Sega get the full 
adaptation (limited only by the 
hardware) and we get a censored 
version. It seems that Nintendo, by 
demanding that Acclaim cut the gore, 
are seeing themselves in the same 
light as Disney. “We, like Disney, are a 
family company.” Their quote. Oh 
come on! Get off your soap box 
Nintendo and leave the censorship in 
Japan. In this country we have a 
system called the Right Of Choice. I 
see a preview of a game and if I think 
it is unnecessarily violent I don’t buy it. 
Simple, eh? It might not work in Japan 
but it works over here fine. Whilst only 
the censored version of Mortal 
Kombat exists, I will refuse to buy it. 

3) I have the US version of Super Star 
Wars, and the cheats you’ve printed 
for it don't work. Any tips? 

Sorry for writing such a long letter, 
but as you can see, I do have some 


serious Nintendo blues! 

Mark Moran, West Midlands. 

/ don’t think we’re living in the 
same country Mark, because I’ve 
never heard of this so called, Right 
Of Choice. Britain is much more 
heavily censored in most ways 
than many other countries, and 
certainly more than Japan. Whilst I 
can see how upsetting it is for 
SNES owners to be deprived of a 
full conversion of Mortal Kombat, 
you must understand Nintendo’s 
point of view. Self censorship is at 
least responsible, and if Nintendo 
really do want to be seen as the 
Walt Disney of the consoles, then 
who can blame them? No one 
complains that Disney films aren’t 
violent enough, and that’s because 
Disney have established a strong 
image in the media eye as to what 
their product is. If Nintendo intend 
to similarly focus their target 
group, then I think that’s fair 
enough. Bad news for older 
players, but then there’s plenty of 
new machines to lure them away 
from the cosy warmth of Nintendo 
land. 

Oh, and Ryan informs me that 
his Super Star Wars tips should 
work on all the versions, so keep 
trying. 

DON’T BELIEVE THE HYPE 

Dear Mark. 

I read a letter in issue 13 by Michael 
Morrison and it made me really mad. 
What a fool, to say that after a while, 
violence in computer games just 
makes you laugh. I’m thirteen, which 
is quite old, but just watching Mortal 
Kombat in the arcades made me feel 
physically sick. What is the appeal of 
watching people rip each other apart? 
MK isn’t even a particularly good 
fighting game, and it only seems to be 
successful because magazines like 



yours constantly refer to it’s violence, 
so that lots of people think, “Oh, I 
wonder what that’s like? I think I’ll go 
down the shops and have a look.” I 
think that what Sega are doing with 
censorship is a good thing because it 
means people who don’t like violence, 
like me, can see before they buy a 
game whether it will offend them or 
not. I’d be interested in what other 
readers think about this topic. 
Anonymous, Somewhere. 

Don’t you think that an 18 warning 
on a video game case only makes 
it even more desirable for a 
fourteen year old who isn’t 
supposed to buy it? Sega 
deliberately engage the malleable 
press in a censorship debate 
(handily creating millions of 
pounds worth of free publicity) 
only so that after the teacup storm 
has been milked, they can hold up 
their hands and say, “Okay, we’ll 
classify our products’’. Big deal. It’s 
in most young people’s nature to 
be attracted to things that have 
been expressly forbidden, 
particularly if it happens to be a 
bloody computer game classified 
due to violence. I mean, who but 
Sega could be so incredibly 
exploitative as to focus interest on 
the M-CD through the shockingly 
bad (yet femme packed) Night Trap, 
or have the lack of taste or morality 
to stick busty, semi-clad bimbos 
through their interminable ad 


campaign. When will they realise 
that the advertising cliches of sex 
and violence are both 
unimaginative and destructive to 
such a huge, fairly young industry. 
An industry young enough and 
strong enough to buck convention 
and set higher standard than 
previous youth oriented fads. Nick 
Alexander, Managing Director of 
Sega Europe, has insisted that 
“The industry not only needs to act 
responsibly - it needs to be seen to 
be acting responsibly’’. Love the 
ad campaign, Nick. Sega really are 
as sad as can be, but considering 
their products, it’s not surprising 
that their ad directors are raiding 
the cliche and exploitation 
warehouse rather heavily at the 
moment. I mean, how else can you 
sell a turkey other than dressing it 
up as a page three girl? I’m all for 
adult only advances in video 
gaming (believe me), but I think 
that Sega are just toying with the 
issue for salacious interest, rather 
than giving any sector of the public 
what they actually want. 

YOU’VE GOT TO LAUGH 

Dear Mark, 

Recently, a friend of mine bought a 
Mega CD. I’d like to take this 
opportunity to laugh publicly at my 
hapless friend in a national magazine. 
John? If you’re reading this (which you 
will be ’cos I’ll have my knees in your 
back whilst I force you to), you are a 
complete idiot, and John’s Dad, 
you’ve been screwed out of a wodge 
of money by your idiot son for all of 
eight minutes entertainment. Batter 
him! I would. Thank you Mark, for the 
platform I’m fairly sure you’ll provide 
me with in your excellent magazine. 
Long live the SNES, say hello to 
bruises and blues, dear John. 

John’s Friend, Not Next Door 
Anymore. 

Why don’t you make John even 
unhappier and buy him Slipheed. 
No, on the other hand, there’s only 
so much a sap can take before 
losing the will to live. Ask - (SNIP - 
Ed). Oh fiddlesticks, can’t I have 
any fun. He wouldn’t mind. I mean 
he is a bit of a sap, isn’t he? Can’t I 
Just say - (SNIP FOR THE LAST 
TIME). Next. 

THE SAME OLD STORY 

Dear Mark, 

Brilliant, excellent, thrilling, delightful, 
enthralling are all words which sprang 
to mind when I opened up the 
September edition of your gorgeous 
magazine. Everything - news, 
reviews, previews and especially the 
cover artwork were all worthy of Oscar 
nominations (indeed, Oscars for that 
matter) and the person who did your 
cover deserves a prompt slap on the 
back. 

I have sent in some pictures with 
this letter, although I was discouraged 
beforehand when comparing my art 
to your brilliant cover. It made mine 
look like a Mega Drive. 
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Another point I would like to make 
is about the price of SNES games, 
because they are so expensive and 
the number of good ones coming out, 
like SFII Turbo, Zombies, Aero and 



/ must admit, my love affair with 
Super Mario Kart has been 
revitalised lately. I hadn’t played it 
for ages, then I impulsively 
decided to (get my brother to) buy 
it, and what Joy! It’s still the best 
racer on the SNES and certainly 
the best two player game there is 
(apart from, no, I won’t lower the 
tone anymore). I found it 
particularly satisfying thrashing my 
brother all over again. I don’t know, 
there was a freshness to my 
victories that invoked euphoria 
only matched by my regular 


good games coming soon like FX 
Trax will probably be above £50. All 
this means I can only afford the 
occasional game, so would you 
please send me one? 

Sammy Chester,Tyne & Wear. 

Your picture is lovingly tucked in 
the Gallery section, Sammy. And as 
to your complaints about the price 
of games, well, we can only hope 
Nintendo take notice before they 
alienate their market completely. 

DRATSAB 

Dear Mark, 

Did you know that if you say Mark’s 
Mail backwards, it reads Liam Skram? 
I also made up loads of rude 
anagrams for the rest of your mag, but 
I won’t bother telling you because I 
know you won’t print them. You know, 
after writing those few lines, it 
dawned on me that I’m the 
most bored, tragic soul I 
know. Yesterday I start¬ 
ed dissecting The Daily 
Sport to get obscene 
words, when it dawned 
on me that there really 
wasn’t any point. Why 
am I so bored? Well, ^ 

I lent my copy of 
Super Mario Kart to 
a chum who promp¬ 
tly gave it to the school 
bully (there were exten¬ 
uating, and for my 
chum, quite painful 
circumstances) but 
foo far fum to that. 

Friends come and go, 
but I’m **** bored 
without Mario Kart. 

You know, it’s an almost physical 
sense of loss I’m experiencing. I miss 
Mario, Koopa Trooper and even fat 
Bowser so much it hurts. I’d give 
anything to fire a red shell at Luigi’s 
speeding Kart, or sneak up on the 
Princess again, but I can’t, and I 
haven’t got enough money to buy it 
again. Even my mum’s bored of me 
moping around the house, and 
yesterday she threatened (in no 
uncertain terms) to perform an 
operation rendering me sexless if I 
didn’t cheer up. Childline here I come. 
Oh please don’t let that goofy old bid 
Esther answer the phone, or else I 
really will be depressed. 

Goodbye, Mark. 

Will Banks, Rochdale. 



thrashings of GameBuster Ryan at 
Super Family Tennis every lunch 
time. Will Ryan, I ask, ever learn 
that I am the king of this game? 
Hopefully not, because there’s 
nothing to beat a 6-1 victory first 
thing after scoff. Boring life? Me? I 
think not. 

IN GRAND TRADITION 

Dear Mark, 

In time-honoured tradition. I’ll start by 
saying how great the magazine is. 
The interviews with software 
houses and proper 
reviews (rather than 
several pages stuffed 
with screen shots) 
^ lift it well above the 
multitude of other 
mags out there. 
Now I will 
shock you by 
^ saying that I don’t 
r like SFII Turbo 
Ibh. Hyper Fighting 
Super Womb¬ 
at Hard Edition. 
Nearly £100 for a 
few different colours 
and some extra moves? 
Okay, so it runs faster 
(which looks silly in 
play) and you can play 
the bosses, but can’t you do that with 
a £30 Action Replay? 

Perhaps if an upgrade deal were 
offered, as with Sensible Soccer 1.1 
on the Amiga, say £20 and your old 
SFII in exchange it would be okay, or 
wouldn’t that make them enough 
money? 

Anyway, I hope you like my picture. 
If it does win. I’d quite like Super Star 
Wars, but I’m not fussed. 

Gavin Grindon, Middlesex. 

Fair enough point, Gavin, but it’s 
all market forces and that, isn’t it. I 
think the demand for SFII Turbo 
has been justified by the product, 
and if so many people are prepared 



to pay £60 for a game, you can’t be 
surprised if the next one is even 
more expensive. We are, after all. 
Just talking about luxury items 
here, and not the price of fish... 

FOR THE LAST TIME... 

Dear Mark. 

I’m a Super NES ovyper as well as a 
NES and Game Gear owner 
(bluugh). I haven’t had my SNES that 
long, but I’ve been collecting your mag 
for the last three issues and I have a 
few questions. 

1) I haven’t got the money to buy two 
new SNES games (who has?) but I 
can’t decide which to get out of Cool 
Spot and Super Empire Strikes Back. 
What do you think? 

2) Could you tell me when Super 
Street Fighter II will be out? 

3) When will there be another game 
with the Super FX chip? 

4) Someone told me that if the letters 
are good, you give them a Super NES 
game. Is this true? If so. I’d like Super 
Empire Strikes Back or Cool Spot. 
Darren Payne, Luton. 

1: Both games have had excellent 
reviews in SuperPro, so it’s very 
much a question of taste. Empire, 
in my opinion, is unnecessarily 
tough, and I soon found it a bit too 
frustrating to be considered 
enjoyable. But on the other hand, 
it’s a lot bigger and more varied 
than Cool Spot, and the passwords 
of Empire do cut out a lot of 
repetition of levels. I’d try both 
before you buy. They’re the kind of 
games where your initial feelings 
towards them will probably last, so 
check them out. 

2: The coin-op is out in the UK now, 
as for the SNES game there’s been 
no official announcement as yet. In 
Japan Turbo didn’t do that well, so 
Capcom will probably think long 
and hard about another hugely 
expensive cart offering only minor 
enhancements over the prequels. 

3: FX Trax is due fairly soon with 
the programmers still debating 
whether to put in two-player 
splitscreen mode, either way it 



looks very exciting. In April 
ElectroBrain’s intriguing Citadel 
will be released in America. Then 
towards the end of 1994 expect 
Starwing 2 and a Transformers 
game from Takara, all of which 
were in some way programmed by 
Argonaut. The one exception is 
Powerslide, a racing game by Elite, 
also due at the end of ’94. 

4: Someone is right. Next... 

AND NOW, THE TIME IS NEAR 

Dear Mark. 

I just thought I’d send you a little 
good-bye note, as I’m leaving the less 
than green terrain of SNESdom for 
the lush, exciting forests of New 
Technology Island. There are quite a 
few places to check out on this almost 
virgin island. 3DO Forest, Jaguar 
Plains, CD-i Inlet and many more, all 
offering what I want - new 
excitement! I’m sorry folks, but whilst 
the SNES once had it, the ultimate 
video gaming experiences are to be 
found elsewhere now. It’s not that the 
brilliant games on the SNES have 
dried up, far from it. But why drive an 
efficient Metro when a gloriously 
powerful, sleek Jaguar is coming up 
on the outside lane? I’ve enjoyed my 
days of Mario and Ryu, and I’ll 
continue to follow the controlled 
success of the SNES with hope and 
goodwill, but hell, it’s no use getting 
emotionally attached to a machine, is 
it? I mean, they’re like friends - a 
pleasant distraction for a short while, 
but bound to become repetitive and 
overshadowed by much more exciting 
folks on the horizon. 

SuperPro has added immeas¬ 
urably to my enjoyment of my 
machine, and over the last issue or so 
I think you’ve become a much more 
concentrated, focused product. Alas, 
now is the time for me to find a new 
magazine that will fulfil my new needs. 
Sadly, the paltry showing of Multi¬ 
formats at the moment doesn’t hold 
much consolation, but I’m sure 
something will appear eventually, 
probably from your own fair publishing 
house. Alas, my farewell has been 
made, and the speedboat to 
Adventure Island for Pro gamers is 
waiting for me. See you all in the 21st 
century, and thanks for the ride. 

Virtual Valerie’s Boyfriend to be, 
somewhere between the strato¬ 
sphere and cyberspace. 

And thank you for Joining in the 
fun. 

Well, that’s it. Well, it is for me, but 
some talented soul will no doubt 
be heading the bill on the new Mail 
section for the Super Pro, Super XS 
merger mag, coming your way very 
shortly, so keep sending in all 
those letters and pictures to the 
usual address and be sure that 
they’ll find there way to our new, 
super enormous, completley 
fantastic Nintendo extravaganza. 
As for me, well, who knows. With 
any luck, I won’t be seeing my P45 
for a while yet. Bye! Mark Wynne. Jp 
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Lots of top pictures this month but 
remarkabiy few names to put to them, 
it’s astonishing how mapy of you toii 
over super drawings and paintings 
oniy to scribbie yopr names and 
addresses as an afterthought. You ■ 
siiiy boots. Any future artists ^ 
shouid consider the importance of ^ I 
PRINTING your names in future, as 
it’s very handy when I’m preparing my 
iist of prize winnets. Get the 
message? And remepnber, art ^ 
coliege sucks, do it by 'yourseif. 


Two Ryus’ for you, this 
month, both striking 
heroic poses. On the 
left, from Billy Mager, 
on the right - well your 
guess is as good as 
mine, illegible 
signature needless to 
say. Left, a witty bit of 
word (and picture) play 
from Steven Kydd. 
Further left, the Kydd 


This months winning Manga 
illustration also came 
complete with an illegible 
name and address. Will the 
winner please get in touch! 
Left, a colourful collection 
of characters from Reino 
Lethonen-Riley, from 
Middlesex. Oh the pleasure 
of a PRINTED name! And 
finally, would you believe it, 
the superb Clayfighter 
picture below was 
accompanied with a 
completely unreadable 
name and address! Still, 
that’ll teach you all to write 
proper. 











































The essential 
guide to all 
Super NES games 
is out now! With 
over 220 pages, 

150 reviews and 
5,000 screen 
shots, it's the most 
comprehensive 
read you'll find! 

I- 

j The Complete A-Z ef Super 
I NES Games Order Form 


• Big. Not just larger-than-A4 in size, but 
packed with over 150 information-filled 
Super NES reviews squeezed into more 
than 220 pages. 


Please rush me a copy of The Complete A-Z Of Super NES Games at £3.95 plus 
£1 p+p to the following address: 

Name.Signature. 

Address. 

Postcode.Phone n-. 



Collectabie. Perfect bound, glossy, full 
colour, fact-packed - all the ingredients 
necessary to ensure it's referred to again 
and again. 

Authoritative.’Every Super NES game 
review occupies at least a page, so you 
know exactly what the game is about, 
how it plays and what it looks like. 


Method of payment please indicate your choice 

D CHEQUE / POSTAL OUDER 

Please, make payable to Paragon Publishing Ltd 


CREDIT CARD Expiry date_/. 

Card number_/_/_/_ 


Please return this coupon or a photocopy of it (together with your cheque / PO 
if applicable made payable to Paragon Publishing Ltd) In an envelope to the 
following address; SNES A-Z Offer, Paragon Publishing Ltd, FREEPOST (BH 1255), 
BOURNEMOUTH, BHl IBR. It won't cost you a penny In stamps if posted in the 
UK. Alternatively, call our credit card hotline on 0202 299900 or fax us with your 
details on 0202 299955. 


NB: The Complete A-Z of Super NES Games features reviews of games released 
between the launch of the SNES and Christmas '93 
































^ Winner..' out Of youR. Wp[R> Nt$ WitH 


NoW /:R>OM /iU 600P ^00\?-/tOR.t/ pR.|C[,P JU/t £9 99 



“The ultimate > 

^ winners’hanabooh for 

5NE5 owners - 

•,„^isp.n6abte,indeptKu- 

tc-^e.co.clee.d^ 

Damian Butt, ed'tor 

V Super XS magazine 


GAMING MASTERY SERIES 


TON & J DOUGLAS ARNOLD 


NOX, FATAL FURY, THE LOST VIKINGS, MAGICAL 
i: TURBO EDITION, SUPER STAR WARS, TINY TOON 
WORLD, WING COMMANDER AND MANY MORE! 


AWESOME SUPER NINTENDO 
SECRETS 2 IS AVAILABLE NOW FROM 
ALL GOOD BOOKSHOPS PRICED 
JUST £9.99. 


IT CAN BE PURCHASED DIRECT 
FROM THE PUBLISHERS USING THE 
FORM TO THE RIGHT. 


IF YOUR LOCAL BOOKSTORE 
DOESN’T STOCK THE TITLE, SIMPLY 
GIVE THEM THE FOLLOWING 
DETAILS AND THEY WILL BE ABLE TO 
ORDER IT FOR YOU. 


Title: Awesome 
Super Nintendo Secrets 2 
Authors: Meston & Arnold 
ISBN: 1 873650 02 7 
Price: £9.99 

Publisher: Paragon Publishing Ltd 


Awesome Super Nintendo Secrets 2 

features over 320 pages crammed 
with exclusive game busters, 
playing guides, hints and tips, 
strategies and secrets. It's a 
fantastically comprehensive 
collection of tricks and tactics 
aimed at games playing winners. 


Awesome Super Nintendo Secrets 2 

has essential playing guides to 
many of the biggest games. These 
take you step by step through 
levels, inform you how to get past 
obstacles, where to pick up special 
' items, and how to deal with 
gttackers. The playing guides will 
get you through to the end when 
everything else fails. 


Awesome Super Nintendo Secrets 2 

is the most accurate and fact- 
packed guide to winning Super NES 
games. Over 100 games busted 
and beaten! You'll discover 
secrets buried within games; 
infinite lives, hidden messages, 
level selects, bonus rounds, 
concealed stages, unlimited 
continues, programmer access 
codes, even games within games. 


amazitie^^l 
f book, with > 

comprehensive tips on a 

hugaranea Of brilliant 

.amaa. Without ^oubttha 

best tips book 

6tuart Wynne, editor 

^SuperFro magat"^ 


Actralser, The Addams Family, Aliens vs Predator, Another 
World, Arcana, Axelay, Batman Returrrs, Battle Blaze, 
Battleclash, Best of the Best, Blazing Skies, Blues Bros, Bubsy 
the Bobcat, Bulls vs Blazers, Contra 3, Combat Tribes, 
Cybetnator, D-Force, Darius, Desert Strike, Dinosaurs, Dino 
City, Dragon's Lair. Equinox, FI Exhaust Heat, Fl ROC, 
Faceball 2000, Fatal Fury, Final Fantasy II, Final Fight, 
Firepower 2000, Flying Hero, F-Zero, Gradius 3, Harley's 
Humongous Adventure, Hole in One, Hook, Human GP, 
Jack! Crush, James Bond Jr, Joe & Mac, John Madden 
Football, Krusty's Super Fun House, Legend of the Mystical 
Ninja, Legend of Zeldo 111, Lemmings, The Lost Vikings, 
Magic Sword, Magical Quest, Mario Paint, NHPLA Hockey 
'93, On the Ball, Paperboy 2, Parodius, Phalanx, Pilotwings, 
Prince of Persia, Push-Over, Q’Bert 3, Rampart, Ranma 1/2, 
Rival Turf, Robocop 3, Rocketeer, Run Saber, Sim City, 
Skuljagger, Smart Ball, Soul Blazer, Sonic Blast Man, Space 
Football, Spanky's Quest, Spindizzy Worlds, Star Wing, Street 
Fighter II, Street Fighter 11: Turbo Edition, Super Adventure 
Island, Super Batttetank, Super Buster Bros, Super Double 
Dragon, Super EOF, Super Fire Pro Wrestling, Super Ghouls 'n 
Ghosts, Super Mario Kart, Super Mario World, Super Off 
Road, Super Pang, Super Probotector, Super R-Type, Super 
Smash TV, Super Soccer, Super Star Wars, Super Tennis, 
Super Vails IV, Thunderprints, Thunder Spirits, T.ny Toon 
Adventures, Top Gear, Top Racer, True Golf Classics, Tuff E 
Nuff, Turtles IV: Turtles in Time, Ultraman, UN Squadron, Warp 


Address 


Postcode.Phone n-. 

Method of payment please indicate your choice 

□ CHEQUE / POSTAL ORDER 

Please make payable to Paragon Publishing Ltd 

□ CREDiT CARD Expiry date_/_/_ 

Card number_/_/_/_ 

Piease return this coupon or a photocopy of it (together with your cheque / PO if 
applicabie made payabie to Paragon Publishing Ltd) in an envelope to the 
following address: Book Offer, Paragon Pubiishing Ltd, FREEPOST (BH 1255), 
Bournemouth BHl IBR. it won't cost you a penny in stamps if posted in the UK. 
Aiternativeiy, caii our credit card hotiine on 0202 299900 or fax us with your detaiis 
on 0202 299955. 

NB: Awesome Super Nintendo Secrets 2 is published by Paragon Publishing Ltd, an independent publishing company. 
The book Is not published, authorised by, endorsed, or associated in any way with Nintendo of America inc. or 
Nintendo Co. Ltd. The book is not related and should not be confused with any publication that is printed or 


Poragon Pubiishing Ltd 
Durham House 
124 Oid Christchurch Rd 
Bournemouth BHl INF 
Tei: 0202 299900 


Awesome Super Nintendo Secrets 2 

comes with hints and tips, playing 
guides and game busters for the 
following games: 


Please rush me a copy of Awesome Super Nintendo Secrets 2 for £9.99 which 
includes postage and packing: 


Book Order Form 


.Signature 
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ALADDIN (CAPCOM) 

A beautifully presented 12Mbit cart with 
great graphics and sonics. However there’s 
not much gameplay variety and a password 
save makes it a bit easy. 

ProScore 90% (Issue 13) 


COLOUR KEY 

RPG/STRATEGY 

Role-playing and strategy games 
emphasise the pianning side of 
things. Zelda ///and Sim City are 
games in this category which match 
any no-brainer shoot-’em-up for 
addictivity and have a much longer 
term challenge. 

SHOOT-’EM-UPS 

Vertically scrolling, side-scrolling, 
omni-scrolling games where the main 
objective is not to peacefully resolve 
problems through macro-economic 
decisionmaking. Nope, in these 
games if it moves you shoot it. 

RACERS 

Yes, we know Formula One is a sport, 
but there are so many racing games 
that it seemed obvious to give them 
their own category. 

SPORT 

Everything from golf to soccer to 
bowling, even a few made-up future 
sports feature In this category. 

ODDBALLS 

Awkward so-and-so’s which don’t fit 
into any conventional game-type. A 
bit irritating for our system, but often 
the most innovative and Interesting 
games break conventional norms so 
well worth checking out. 

PUZZLERS 

Stop! Where are you going? They’re 
not all boring variations on obscure 
oriental boardgames. You even get 
some arcade action in games like 
Lemmings. But the main thing is the 
emphasis on brainpower. 

BEAT-’EM-UPS 

As above only you use your fists, feet 
and occasionally a broken bottle 
instead of hi-tech military hardware. 

PLATFORMERS 

The main part of the game here 
involves leaping from platform to 
platform (cor!). Sounds a bit dull but 
fiendishly clever programmers have 
made this one of the most popular 
and addictive game types. 

OFFICIAL: This shows if the game 
has been released in the PAL-format 
UK machines require. 

SS: Superscope only. 

COMPATIBILITY: SNES games 
come in three different carts; boxy 
American carts, curved front 
Japanese carts and curved front UK 
ones. Japanese and American carts 
are identical except for their shape 
and all that prevents them being used 
in each other’s machines is their 
shape, adaptors are thus very simple. 
UK carts and machines have special 
chips which prevent the use of 
foreign equipment. These require 
more complex ‘univeral’ adaptors 
which use a second cart to fool the 
host machine with its security chips 
while loading in the cart you want to 
play. Universal adaptors allow you to 
use UK carts with any foreign 
machines, and any foreign carts with 
UK machines. 

Standard American and Japanese 
machines run faster and fill the 
screen with the picture, but won’t 
work with UK TVs unless they’re 
connected via a SCART socket - or 
are modified to be as slow as UK 
SNESs. 


AUtM§ VS PmtDATOD (ACTIVISION) 

Great graphics but the scrolling beat-’em-up action 
is repetitive and unimaginative - even in the later, 
enhanced US/UK version. 

ProScore 54/57% (Issue 4/9) 

AMAZING reMMlS (ABSOLUTE) 

This game looks absolutely fantastic and sounds 
pretty good, too. It’s good for one player, but in two- 
player the novel display is a pain. 

ProScore 7B% (Issue 2) 

AMiRICAN GLADIATORS (GAMETEK) 

Whatever you think of the game show it didn’t 
deserve this dire lot of sub-games. 

ProScore 35% (Issue 8) 

ANOTHER WOULD (INTERPLAY) 

This is presented in the style of a movie with close- 
ups, cinematic pans and stunning backdrops. Highly 


BATMAN RETURNS (KONAMI) 

The soundtrack is awesome, the graphics 
brilliant and playability excellent. This is 
undoubtedly one of the finest scrolling beat- 
'em-ups. Enemy sprites aren't hugely varied, 
but backgrounds are and there's even a fun 
Batmobile driving level. The only flaw is that 
it's a little easy on the lowest skill setting. 
ProScore 90% (Issue 6) 


ALFRED CHICKEN (MINDSCAPE) 

A cute and very playable platformer with lots of 
challenge, but not much originality. 

ProScore: 69% (Issue 14) 


The multi-billion dollar industry that is Nintendo is 
certainly ensuring a constant supply of SNES 
games, most appearing in Japan or America before 
being adapted for UK SNES machines. Below is the 
SuperPro guide to available carts, each with a 
mini-review, overall percentage and if it’s had a big 
review, the number of the issue where it appeared. 
Games which include a lot of Japanese text and are 
unplayable for non-Japanese players are merely 
mentioned, with percentage marks omitted. To help 
you pick your way through so many releases we’ve 
added colour-coding to identify game-types. 


ACROBAT MISSION (TEICHIKU) 

A dated and simplistic shoot-’em-up with just five 
levels providing minimal challenge. 

ProScore 36% 


ACTRAISER (ENIX) 

A brilliant mix of a strategic gods game and a great 
looking platforming slash-’em-up. The UK version is 
best with English text and three skill settings 
providing more of a challenge. 

ProScore 84% (Issue 2) 


ACTRAISER 2 (ENIX) 

No strategy this time, just pure arcade action with 
great graphics. Learning to fly is a little fiddly 
though! 

ProScore 88% (Issue 14) 


AEROBIZ (KOEI) 

This puts you in charge of an airline, buying aircraft, 
routes, hotels, advertising, and even choosing 
whether to skimp on repairs! It’s surprisingly 
addictive and allows you to compete with three 
other airlines (human or computer controlled). 
There’s also battery back-up. AKA: Air Manager. 
ProScore 81 % (Issue 6) 


AERO THE ACRO-BAT (SUNSOFT) 

One of the most imaginative and varied platformers 
about, although some of the variety comes in the 
form of irritatingly simplistic reaction tests, such as 
Aero rolling along in a barrel! 

ProScore 86% (Issue 13) 


AGURI SUZUKI FI 

Now an official release, cf F1 Suzuki. 


addictive with plenty of puzzles to solve although it’s 
no Zelda for longevity, being more of a very clever, 
but still limited platformer. AKA: Out Of This World. 

ProScore 81% (Issue 1) 


ARCANA (HAL) 

This 3-D adventure suffers from poor graphics with 
the play screen being too small. AKA: Card Master. 

ProScore 55% 


ASSAULT SUIT VALKEN (KONAM) 

See Cybemator (US/UK). 


ASTERIX (INFOGRAMES) 

A simplistic platformer, but the sprites at least 
perfectly capture the look of the comic strip. 

ProScore 79% (Issue 10) 


ASTRAL BOUT (A-WAVE) 

With SNES beat-’em-ups not exactly scarce it’s 
gonna take something pretty smart to impress us. 
This doesn’t. 

ProScore 33% 


AUGUSTA MASTERS 3-D GOLF 

(TAESOFT) 

This was this first of a deluge of golf games to 
appear, yet still looks and plays great. The battery 
back-up is a big bonus. 

ProScore 83% 


BART'S NIGHTMARE (ACCLAIM) 

Bart is plunged into a nightmare wherein he must 
recover his school essay from eight sub-games. It 
looks as good as the cartoon, but sadly playability is 
irritatingly tough and not as imaginative as the 
graphics. 

ProScore 73% (Issue 1) 


BASS BROS (LASERSOFT) 

Another dire SFII clone. There’s some interesting 
aliens and special moves but gameplay is 
uninvolving. 

ProScore: 50% (Issue 6) 


BASEBALL SIM 1 0OO <CULTtmE BRAIN) 

More time should have been spent on the in-game 
graphics and less on the ubiquitous Mode 7 
graphics. AKA: Ultra Baseball. 

ProScore 51% 


AIR MANAGER (KOEI) 

Japanese text version of Aerobiz. 


G AA E 


AXELA Y (KONAMI) 

An absolutely stunning shoot-’em-up. Six 
long levels alternate between good looking 
side-scrolling action and unbelievable, into 
the screen Mode 7 trickery. 

ProScore 91% (Issue 1, 5) 
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looking if shallow shoot-’em-up. 

PiefCMi 87% 


BATTU BLAZI (SAMMY CORP) 

This slash ’n’ stab fight game is similar to SFII with 
weapons! But too few moves lead to boredom. 

BKOfcom 84% 

BATTLE GRAND PRIX (NAXAT) 

A fairly playable overhead view F1 racer with a split¬ 
screen mode for two-player mode. 

PkoScore 73% (Issue 4| 

BATTLETOADS IN BATTLEMANIACS 

(TRADEWEST) 

No less than seven games are packed into this 
cart. The first few are brilliant, but later levels are 
too simplistic to justify the mega-hard difficulty 
level. 

ProScore 83% (Issue 10) 

Biff OP Tiff if8T (LORICIEL) 

A huge number of moves, a big championship and a 
good practice mode make this a serious karate sim. 

ProScori B1% (Issue 3) 

BIG RUN (JALECO) 

A very early, very primitive coin-op conversion with 
very glitchy use of Mode 7. 

ProScore 33% (Issue 4) 

(ACTIVISION) 

A fairly good shoot-’em-up in the R-Type style, 
some slowdown and just six levels, but the 2- 
Unlimited soundtrack is good. 

Piiofcoiii 81% (Issue 3) 

BIU LAMBliR'S COMBAT BASKETBAU 

(HUDSON SOFT) 

A conversion of the Amiga game Future Basketball, 
this is a rather unexciting attempt at a violent 
version of basketball. 

ProScore 38% 

BLAZION (ATLUS) 

Terrible scrolling backgrounds and poor gameplay 
ensure unhappiness. 

ProScore 31% 

BLAZING SKIES (NAMCOT) 

This WWI sim utilises Mode 7 for some good flying 
sequences, particularly dog-fighting. Unfortunately 
gameplay is lacking with a frustrating control 
system. 

ProScore 67% (Issue 1) 

BLUES BROTHERS (TITUS) 

An extremely funny film becomes an extremely 
irritating platform game with run-of-the-mill 
surrealistic graphics and a more frustrating than 
useful simultaneous two-player mode. Sound is 
excellent though. 

ProScore 71% (Issue 4) 

B.O.B. (EA) 

The eponymous star is a bug-like critter whose 
head can sprout rotorblades to fly around. There’s 
over 45 levels and a password system, making it an 
innovative and addictive platformer. 

ProScore 80% (Issue 6) 

BOMBUZAL 

See Ka-Blooey. 

BOXING LIOINDS OP TNI RING 

(ELECTROBRAiN) 

Huge character graphics get you right into the 
bone-crunching action. Gameplay is somewhat 
limited, but there is always plenty of challenge and 
moves. 

ProScore B1% (Issue 13) 

BRAWL BROS 

American version of Rushing Beat 2. 

BRITT HUU KE HOCKEY (ACCOLADE) 

A 16Mbit sim with an impressive running 
commentary by Al Michaels. Fast, slick and with a 
substantial challenge. 

ProScore 84% (Issue 14) 

BUBSY (ACCOLADE/NINTENDO) 

The first 16Mbit platformer is a real treat, Bubsy’s 
animation is brilliant, the sonics are fantastic and 
the speed is tremendous. Can be tricky at times, 
but there’s a password system and being able to 
glide is great fun. 

ProScore: 89% (Issue 8) 

BULLS VS BLAZERS (EA) 

A comprehensive basketball sim with great FX and 
music. Unfortunately it runs too slowly, even on Jap 
machines, and is thus rather frustrating to play. 

ProScore 79% (Issue 4) 


CACOMA KNIGHT (DATAM) 

A cutesy Jap update of ancient coin-op classic Qix. 
Simplistic, repetitive and plagued by slow-down. 

ProScore 41% (Issue 3) 


CALIFORNIA GAMES II (DTMC) 

Windsurfing, JetSurfing, SnowBoarding, 
BodyBoarding, Hang-gliding and Skate-Boarding 
are on offer. Sadly none are particularly well done. 

ProScore 69% (Issue 4) 

CAL RIPKEN JMB BASEBAU (MINDSCAPE) 

A standard baseball sim with a few too many 
irritating pauses to appeal beyond fans. 

ProScore 71% (Issue 9) 

CAMELTRY 

See On The Ball. 

CAPTAIN AMERICA A THE AVENGEBS 

(MINDSCAPE) 

Great characters, shame about the game. Small¬ 
ish sprites battle through alternating beat-’em-up 
and shoot-’em-up levels. 

ProScore 49% (Issue 11) 


CYBEBNATOB (KONAMI) 

You’re in a giant armoured suit stompin’ and shootin’ 
and flyin’ through seven tough levels. Great 
graphics, good gameplay and brilliant atmosphere. 
(AKA Assault Suit Valken - Japan.) 

ProScore 86% (Issue 3) 

PAFFY DUCK (SUNSOFT) 

Great toon-like graphics and sound, plenty of levels 
and variety... but the control system is too irksome. 

ProScore 70% (Issue 14) 

DARIUS TWIN (TAITO) 

This one doesn’t really differ from the other shoot- 
’em-ups available but it does have pretty good 
graphics and solid gameplay. 

ProScore 68% 

DEAD DANCE 

Japanese name for Tuff E Nuff. 


CAPTAIN NOVOLIN (RAYA) 

A game teaching kids about diabetes is good in 
theory, incredibly poor in execution. 

ProScore 36% (Issue 8) 

CAPTAIN TSUBASU SOCCER 3 (KOEI) 

This football management game verges on the 
ridiculous as youbattle through tiresome Jap text to 
decent match sequences. 

CARDMASTER 

See Import Arcana. 

CHAMPIONSHIP POOL (MINDSCAPE) 

A dodgy control system, the inability to see the 
computer opponent make its moves and a distinct 
lack of perspectives to view the table make this a 
very disappointing game. 

ProScore 60% (Issue 13) 

CHESTER CHEETAH (KANEKO) 

Colourful, humorous cartoon-style graphics make 
this one instantly appealing, especially to younger 
players who won’t mind easiriess. 

ProScore 75% (Issue 4) 

CHUCK ROCK (IMAGESOFT) 

This hilarious prehistoric platformer features big- 
bellied Chuck, gorgeous backdrops and plenty of 
challenge but not many continues!. 

ProScore 85% (Issue 3) 



CLAYMATES (INTERPLAY) 

The claymation sprites are fun, but more 
importantly gameplay is too. Levels are big, 
mega-monsters impressive, sub-games 
numerous. It is a little easy though. 

ProScore 90% (Issue 11) 


CLUE (PARKER BROS) 

A revamped version of Cluedo which is okay for 
three or more players but why not buy the 
boardgame? 

ProScore 69% 

COMBATRIBE (AMERICAN TECHNOS) 

A pixel-perfect, 12MBit conversion of a very 
repetitive and small coin-op. 

ProScore 60% (Issue 4) 

CONGO CAPERS 

US name for Joe & Mac 2. 

CONTRA 3/CONTIIA SPIRITS 

US and Japanese versions respectively of Super 
Probotector. 

COOL SPOT (VIRGIN) 

An extremely slick and playable game with great 
graphics and sound. The bonus game is fun too, 
but there’s not enough variety between levels. 

ProScore 89% (Issue 13) 

COOL WORLD (OCEAN) 

The graphics are gorgeous, gameplay is original 
and varied, but there’s not enough of it and the 
difficulty level is set excessively high. 

ProScore 69% (Issue 6) 

COSMO OANOt THE VIDEO GAME 

(NAMCOT) 

Space Invaders gets souped up for the ’90s in this 
cutesy Jap game. Fun for a while in two-player 
mode, but soon gets repetitive. 

ProScore 88% (Issue 3) 


DENNIS (OCEAN) 

An extremely pretty and challenging game, 
although gameplay is rather fiddly and slow. 

ProScore 74% (Issue 13) 



DffSfRT ffGffrfRJSYSTEM 3) 

BriHiantly detaiied graphics, great sound, 
eight missions and a choice of two different 
aircraft - it's all here. Although combat can 
be repetitive, 15 different endings and a good 
tactical element will keep you playing for 
ages. 

ProScore 93% (Issue 14) 



DEVIL'S COURSE (T&E) 

A sequel to Pebble Beach with a devilish set of 
holes. Unfortunately arcade-style controls can’t 
match PGA’s making the whole experience more 
frustrating than enjoyable. 

ProScoro 66% (Issue 8) 

D FORCE (ASMIK) 

When somebody gets hold of Mode 7 without the 
manual, this is what happens. Avoid. 

ProScore 33% 

DINOSAURS/DINO CITY 

(IREM CORP) 

Dino land is jam-packed with platforms and 
monsters who want to make your cute little dinosaur 
extinct. Packed with slick graphics and plenty of 
gameplay but too easy. 

ProScore 78% 

DOOMSDAY WARRIOR 

US name for Japanese release Bass Bros. 

DRACULA (SONY IMAGESOFT) 

A few nice mega-monsters, but overall this is a 
very tired, frustratingly difficult platformer ported 
over from the Mega Drive. 

ProScore 6B% (Issue 10) 

DRAOON BALL Zi THE RPG (BANDAI) 

An RPG in which you select options to dictate your 
actions (like fly, fight, run, etc), but Jap text makes it 
utterly useless. 


DRAGON BALL Zt THE ARCADE GAME 

(BANDAI) 

The manga comic characters appear in a SF//-style 
beat-’em-up. There’s some interesting effects like a 
vertical splitscreen with Mode 7, but playability is low. 

ProScore 51% (Issue 6) 

DRAGON'S LAIR (ELITE) 

One of the best looking and worst playing coin-ops 
emerges still looking good, but playing like a pretty 
darn good platformer. Levels aren’t massively varied 
though and the password system frustrating. 

ProScore 80% (Issue 1) 

DRAKKHEN (KEMCO) 

The perspective is unusual for an RPG; a fast¬ 
scrolling 3-D landscape heavily populated with well- 
drawn monsters. Imaginative and unusual this is a 
decent introduction to RPGs. 

ProScore 84% (Issue 3) 

DR FRANKEN (ELITE) 

A banal platformer distinguished only by a 
particularly irritating control system. 

ProScore: 53% (Issue 14) 

DUNGEON MASTER (JVC) 

A classic Amiga RPG with first-person perspective 
3-D graphics providing a superlative atmosphere 
for some good puzzles. 

ProScore 85% (Issue 10) 

EARTHUGHT (HUDSONSOFT) 

The play area seems to be in space, and some sort 
of strategy is involved. 

EVO (ENIX) 

A truly bizarre game which has you evolving from a 
tiny fish to a human being. Novel and fun, although 
repetitive in places. 

ProScore 75% (Issue 11) 

EXHAUST HEAT 11 (SETA) 

A brand new custom chip ensures this is the fastest 
racing game ever but sadly handling is a bit off, 
leading to a repetitive feel. However there’s lots of 
tracks, battery-saved progression and a nice feature 
whereby you can research new car bits. 

ProScore 74% (Issue 5) 

EXTRA INNINGS (SONY) 

A baseball sim with cutesy graphics. Batting is easy, 
fielding is not, so it can be frustrat-ing. AKA: Ganba 
League. 

ProScore 67% 

FI EXHAUST HEAT (OCEAN) 

A cart-saved grand prix to compete in and plenty of 
tracks make for an engrossing game. Unfortunately 
it’s a bit easy while both graphics and sonics are 
bland. Okay-ish. AKA: F1-R0C. 

ProScore 69% (Issue 1) 

FI GRAND PRIX (FOCA) 

An overhead view FI race game with plenty of 
realistic detail but for just one player. 

ProScore 63% (Issue 4) 

FI POLE POSITION (UBISOFT) 

The PAL version of Human Racing gets 
significantly improved due to a superior control 
system. Overall, a fair F-1 racer with lots of realistic 
detail and a good two-player mode. 

ProScore 78% (Issue 13) 

FI ROC 

Japanese version of F1 Exhaust Heat. 

FI SUZUKI (LOZC) 

This very playable FI racer has masses of tracks 
and loads of options, including a great simultaneous 
two player mode. UK version is easier and more 
playable than US/Jap. 

ProScore 85% (Issue 3, 4) 

FACEBALL 3000 (TEiCHIKU) 

Ultra successful on the little Game Boy, this 3D 
maze shoot-’em-up has been totally up-rated for the 
SNES. Great head-to-head two-player mode. 

ProScore 83% (Issue 1)' 

FAMILY DOG (THQ) 

An okayish platformer with graphics which capture 
TV series quite well. Not much variety though. 

ProScore 70% (Issue 7) 

FAMISTA 3 (NAMCOT) 

A Jap basball game marred by blocky sprites the 
size of a pea. Playability isn’t bad though. 

Proscore: 58% 

FATAL FURY (TAKARA) 

A graphically impressive 12Mbit clone of SF//which 
sadly falls short in playability with few combat moves. 

PRofeoRE 70% (Issue 3) 

FINAL FANTASY II (NINTENDO) 

The first SNES Final Fantasy RPG is a ponderous 
epic. The world is huge, encompassing dozens of 
villages, castles and so forth plus many different 
spells, weapons and characters. (AKA; Final 
Fantasy IV- Japan.) 

ProScore 83% (Issue 3) 
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FINAL FANTASYt MYSTK QUKST 

(NINTENDO) 

An FFvariant designed as an introduction to 
RPGs. Good as such, but still rather dated. 

ProScore 72% (Issue 14) 

FINAL FIOMT (CAPCOM) 

Final Fight vjas the first real beat-’em-up to emerge 
on the SNES, impressive for its huge sprites, less 
so for the loss of the coin-op’s two player mode. 

ProScore 77% (Issue 1) 

FINAL FIGHT 2 (CAPCOM) 

12MBits, simultaneous two-player and great sprite 
graphics. Unfortunately gameplay is dated with just 
one attack move. 

ProScore 79% (Usui •) 

FINAL FIGHT GUY (CAPCOM) 

Weird! You’d have thought an upgrade of Final Fight 
would contain useful additions like two-player 
gameplay, but no, this just gives you another 
character to choose and makes the game easier. 

ProScore 70% 

FIRi DODGEBALL (SUNSOFT) 

The Dodgeball senes continues with the odd bods 
venturing into basketball. But as these sorts of 
games are aimed at youngsters, the rules have 
been simplified. Don’t bother. 

ProScore 45% 

FIREPOWER 2000 

US version of Super Swiv. 

FIRST SAMURAI (KEMCO) 

A novel and pretty platformer, but later levels are 
disappointing. 

ProScore 79% (Issue 11) 

FLASHBACK (SONY) 

An extremely stylish sequel to Another World. 
Rotoscoped animation, slick backdrops and tough 
puzzles - but the controls can be fiddly. 

ProScore: 85% (Issue 14) 



One of the first SNES games and still 
arguably the best single-player racer. The 
sensation of speed is unrivalled, while 
competition is tough with fifteen tracks and 
four skill levels. Best times are recorded on 
the cart. 

ProScore 91% (Issue 1, 4) 


GANBA LEAGUE 

See Import Extra Innings. 

GEMFIRE (KOEI) 

An intriguing strategy game which puts you at the 
head of a medieval family fighting neighbouring 
kingdoms. 

ProScore 83% (Issue 7) 

OFORGF FORMAN'S KO BOXINO 

(ACCLAIM) 

George looks the business in this ring-restrained 
beat-’em-up, but not enough moves. 

ProScore 46% 

GEOMAN WARRIOR 

See Legend of the Mystical Ninja. 

GHOULS 'N' GHOSTS (CAPCOM) 

An armour clad knight is charged with saving a 
princess, a task which demands lots of platform 
leaping and rapid-fire shooting. There’s a multitude 
of power-ups, hideously imaginative monsters and 
fantastic settings, including a beautifully drawn 
sunken ship. Okay it’s very hard, and there is some 
slowdown and flicker, but overall it’s brill! 

ProScore 85% (Issue 1) 

GODS (MINDSCAPE) 

An old Amiga classic with no Jap cutesy sprites, just 
lots of lever pulling puzzles, masses of enemy 
sprites and a tough challenge. Worth a look but can 
be frustrating. 

ProScore 82% (Issue 3) 

GOLDEN FIGHTER (CULTURE BRAIN) 

Heralded as a challenger to the great Street Fighter 
II, this doesn’t come close. The enemies are 
challenging, but they don’t have any character, so 
getting beaten by them doesn’t bother you much. 

ProScore 45% 


GOOF TROOP (CAPCOM) 

An enjoyable, overhead-view arcade puzzler with a 
good simultaneous two-player mode. A bit too easy 
though. 

ProScore 76% (Issue 12) 

GP-1 (ATLUS) 

No hills, weather or tunnels make this a bit plain. 
However there’s a realistic feel, options to upgrade 
your bike and a split-screen two-player mode. 

ProScore 70% (Issue 10) 

GRADIUS III (KONAMi) 

Based on Konami’s classic blast-’em-ups, Gradius 
III incorporates all of the features that make for a 
great arcade game! A great weapon selection 
system, loads of aliens and levels and quality 
graphics and sound. 

ProScore 78% 

qUNFORCJl (IREM) 

this is rnuch along the lines of Xardian yet it’s all a 
bit jerky. There are more features but the playability 
suffers from poor controls. 

ProScore 48% 

HARLEY'S HUMONGOUS ADVHiXWTli 

(HI-TECH) 

An imaginative twist on the platformer format with 
some intriguing claymation graphical fx. 

ProScore 79% (Issue 6) 

HAT TRICK HERO 

See Super Soccer Champ. 

HIT THE ICE (TAITO) 

A nice looking conversion of a hilarious coin-op with 
huge sprites engaged in much fisticuffs. But game¬ 
play is shallow and repetitive, animation slow and 
unconvincing. 

ProScore 67% (Issue 6) 

HOLE IN ONE (HAL) 

There’s only one course and it uses a cumbersome 
password system to record your progress. The 
controls, the most important part of any golf game, 
are okay, while there are a few special effects. 

ProScore 55% 

HOME ALONE (THQ) 

Simplistic arcade adventurer which makes little use 
of the SNES and soon gets irritatingly repetitive. 
Very easy but could appeal to very young kids. 

ProScore 49% (issue 2) 

HOME ALONE 2: 

LOST IN NEW YORK (THQ) 

Simplistic arcade adventurer which makes very little 
use of the SNES and soon gets irritatingly repetitive. 
If only it were lost in New York! 

ProScore 51 % (issue 2) 

HOOK (SONY) 

Very big, very pretty but lacks depth and the 
controls are awkward. 

ProScore 67% 

HUMAN GRAND PRIX (HUMAN) 

A fun and comprehensive FI racer marred by a 
tricky control system. Thankfully this has been 
fixed for the UK version {see F1 Pole Position). 

ProScore 70% (Issue 4) 

HYPIRZONI (HAL) 

This looks like F-Zero yet is essentially a blast-’em- 
up and not a very good one. 

ProScore 38% 

IMfftLMM rvic TOKAI) 

This vertically scrolling shooter has a novel power- 
up system and plenty of challenge , but graphics are 
banal and gameplay more frustrating than 
enjoyable. 

ProScore 60% (Ittuc 4) 

INCREDIBLE CRASH DUMMIES (ACCLAIM) 

Fun for a short while, but soon becomes tedious 
due to irksome gameplay and a distinct lack of 
variety. 

ProScore 63% (Issue 13) 

INTERNATIONAL TENNIS TOUR (LORICIEL) 

This has a wide range of tournaments and fun, 
cartoony sprites. Unfortunately the split-screen 
two-player mode is a neat idea which doesn’t work 
that well. 

ProScore 61% (Issue 10) 

IREM SKINS GAME (IREM) 

An extremely slick golf. Graphics are good, the 
control system realistic and complex. But there’s 
only one course and one skill level. 

ProScore 70% (Issue 2) 

JACK NICKLAUS GOLF (KONAMi) 

A very, very sad golf game, After you’ve sat through 
half an hour’s worth of screen updates and swung 
your club twice you’ll be wondering just why Konami 
bothered. 

ProScore 41% 

JAKI CRUSH (NAXAT SOFT) 

A massive and very weird, very grotesque pinball 


table with plenty of little pinbally sub-games. Looks 
great, sounds okay and plays well - although as 
with real pinball it does get rather repetitive and 
there could’ve more than one table. 

ProScore 76% (Issue 4) 

JAMES BOND JNR (THQ) 

A cartoon series inspired mix of platforming action 
and air/sea shoot-’em-up blasting is ruined by 
dreadful graphics, awful gameplay and weak sound. 

ProScore 36% (Issue 2) 

JAMES POND'S CRAZY SPORTS 

(SALES CURVE) 

Eight wild and wacky sports, plus bonus games, 
sounds like a lot of fun. Unfortunately they’re all a bit 
simplistic and there’s no simultaneous two-player 
games mode either. Young children will probably 
like it. 

ProScore 63% (Issue 9) 

JERRY BOY (SONY IMAGESOFT) 

Wobbly blobs a-plenty in this odd game. There’s far 
too much going on onscreen for you to work out 
what you’re doing. Extremely frustrating. 
/KKA:Smartball. 

ProScore 43% 

JIMMY CONNORS PRO TENNIS TOUR 

(UBISOFT) 

The most realistic tennis sim yet with masses of 
shots, a huge tournament mode (and passwords), 
lots of options and five tennis coaches! 

ProScore 86% (Issue 3) 

JOE A MAC (ELITE) 

This accurate coin-op conversion offers a 
simultaneous two-player mode with a pair of 
cavemen jumpin’ and boppin’ their way across 
various platforms. The cartoon-style graphics are 
good, sound effects great and gameplay... okayish. 
It’s a bit too easy. 

ProScore 69% (Issue 1) 

JOE & MAC 2 (DATA EAST) 

Apart from the prehistoric theme there’s little 
similarity to the original. Graphics are smaller but 
the challenge is bigger and more varied. Not bad, 
but there’s loads better. AKA: Congo Capers (US). 

ProScore 75% (Issue 4) 

JOHN MADDEN FOOTBALL 

(ELECTRONIC ARTS) 

A case of unfulfilled potential here - this isn’t as 
good as the Mega Drive version (a real rarity!). 

ProScore 56% 

JOHN MADDEN FOOTBAU '93 (EA) 

A massively improved version of the original 
featuring an easily grasped control system, plenty of 
plays, teams and options. It lacks the graphical 
pizzazz to be the ultimate footie sim, but for those 
interested in American footie this is an excellent 
intro. 

ProScore 83% (Issue 2) 



JURASSIC PARK (OCEAN) 

An ambitious 16Mbit cart which combines 
overhead and first-person 3-D perspectives. 
Atmospheric, slick and exciting this shoot- 
'em-up cum adventure can become irritating 
due to the lack of a save game. 

ProScore 90% (Issue 12) 


KABLOOEY (KEMCO) 

Mission: explode bombs and avoid falling off 
platforms. Hardly stimulating stuff. Strictly for puzzle 
fans. AKA: Bombuzal. 

ProScore 58% 

KAWASAKI CARIBBEAN CHALLENGE 

(GAMETEK) 

Simplistic, repetitive overhead race-game 
alternating between motorbikes and jetskis. 

ProScore 43% (Issue 10) 

KEVIN KEEGAN PLAYER MANAGER 

fANCO) 

On pitch action is disappointing, while control icons 
are obscure. However if you concentrate on the 
management side this has plenty of intriguing 
challenge. 

ProScore 80% (Issue 10) 


KIKIKAIKA 

Japanese version of Pocky & Rocky. 

KING ARTHUR'S WORLD (JALECO) 

Another /.emm/ngs variant, this time set in medieval 
England with you in charge of troops whose various 
skills you must exploit to complete 30 levels. A 
slower, but more sophisticated game than 
Lemmings. 

ProScore 83% (Issue 2) 

KING OF THE MONSTERS (TAKARA) 

The beat-’em-up action takes place on a 3-D 
battlefield but it’s all very dull. 

ProScore 46% 

KING OF THE RALLY (MELDAC) 

An overhead view makes great use of Mode 7 as 
you follow the arrows to whiz about maze-like tracks. 
Fun for a while but soon becomes dull. 

ProScore 59% , (Issue 4) 

KING'S QUEST V (BRONSON) 

A super translation of an original computer 
development, but fails in one area - there is no 
English version available at present. 

KRUSTY'S SUPER FUN HOUSE (ACCLAIM) 

K Lemmings variant where you lead fats into a 
mincing machine! Fun but graphics and sonics are 
poor while gameplay fails to equal the game which 
inspired it. 

ProScore 68% (Issue 1) 

LAGOON (KEMCO) 

Lagoon Is similar to the Zelda games, being an 
adventure full of searching, finding, fighting and, 
inevitably, dying! It’s pretty good, but a little on the 
slow side. 

ProScore 83% (Issue 2) 

LAMBORGHINI AMERICAN CHALLENGE 

(TITUS) 

The solo-mode is distinguished by a big challenge 
and the option to gamble with your racing 
competitors. Two-player mode isn’t bad either, but 
there’s nothing special overall. 

ProScore 80% (Issue 12) 

LAST FIGHTER TWIN (BANPRESTO) 

Toymaker, Banpresto, turns its successful Super 
Deformer robot into a side-on beat-’em-up, but two 
players can take part and the action can get quite 
fun. 

ProScore 64% 

^WNMOWER MAN (SALES CURVE) 

An ambitious and imaginative conversion of the 
movie with numerous different game styles, 
including puzzles, a nicely detailed platform shoot- 
’em-up and stunning Mode 7 cyberspace levels. 
Very big and very challenging. 

ProScore 87% (Issue 14) 

LEGEND OF THE MYSTICAL NINJA 

(KONAMI) 

An enjoyable mix of varied arcade action and RPG 
adventuring. (AKA Goeman-Japan.) 

ProScore 89% (Issue 14) 





LEMMINGS (SUNSOFT) 

One of the best games of the Eighties has 
you saving lemmings from their own 
stupidity. You can’t control the lemmings 
directly, only assist by giving them skills such 
as digging, climbing and parachuting. There’s 
125 levels to complete, thoughtfully split up 
into groups so if you run into a dead end on 
one level you can try another group. The 
SNES version has a little slowdown but 
remains unmissable. 

ProScore 90% (Issue 1) 


LETHAL WEAPON (OCEAN) 

All three movies rolled into one five-level platformer 
with plenty of gunplay, but very small sprites and 
very ordinary backdrops. Plenty of challenge though 
and giving you the choice of which order you 
attempt first four levels is a good idea. 

ProScore 68% (Issue 4) 

MAGIC SWORD (CAPCOM) 

Involves much hackin’ and slashin’ but not too much 
of the old grey matter. You are basically required to 
storm a fortress or two. Dull. 

ProScore 67% (Issue 5) 
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MAUfO PAINT 

(NINTENDO) 

A fairly serious art 
package with a great intro 
to composing music thrown in as well. 
Unfortunately you can only save one picture and 
the art package lacks tools vital for serious work. It’s 
great fun for a while, and is ideal for young kids, but 
for anyone older is enjoyable only briefly and is 
much too expensive due to the inclusion of a vital 
mouse controller. 

ProScori 80% (Issui 2) 


MiCHWARRIOR (ACTIVISION) 

The official Battletech game has you fighting 
hordes of giant robots in atmospheric. Mode 7 first 
person perspective. There’s also an adventuring 
element so beware JVC’s Japanese text version. 

ProScori 88% (Issue 5) 


MEGA~LO‘MANIA (IMAGINEER) 

This takes you from Stone Age conflict to the 
Nuclear age, with masses of challenge and 
humour. Reasonable gameplay, but it’s more about 
factory production runs than anything else. 

ProScore 69% (Issue 12) 


METAL JACKET (ATLUS) 

There aren’t that many truly dreadful platform 
games on the SNES, but this is certainly one. 

ProScore 05% 



METAL MARINES (NAMCO) 

The best presented strategy game yet. This 
very addictive, 12Mbit cart provides a 
reasonably in-depth strategic challenge with 
20 levels, password save and plenty of 
beautifully detailed war toys to play with. 
ProScore 90% (Issue 13) 


MirSTIC QUEST 

See Final Fantasy: Mystic Quest. 

NBA ALL-STAR CHALLENGE (ACCLAIM) 

The four sub-games here only use half the 
basketball court, most being simple variants of one- 
on-one. The game looks great and plays well - but 
soon becomes very repetitive. 

ProScore 55% (Issue 4) 



NBA BASKETBALL (TECMO) 

A stunning sim with slick, fast animation, 
good sound and great playability. All the real 
players are in there, plus a battery save 
tournament. Brilliant. 

ProScore 90% (Issue 3) 


NCAA BASKETBALL 

See World League Basketball. 

NFL FOOTBALL (KONAMI) 

The use of Mode 7 for in-game scaling and rotation 
is stunning... gameplay isn’t. 

ProScore 62% (Issue 11) 

NHLPA HOCKEY (ELECTRONIC ARTS) 

Another comprehensive EA sim with masses of 
stats, rules and atmosphere. It’s very playable, but 
the scrolling is a little sluggish. 

ProScore 78% (Issue 3) 

NIGEL MANSELL'S WORLD 
CHAMPIONSHIP (GREMLIN) 

Looks good with plenty of speed, tracks, password 
save championship and car modification options. 
Feel is a little off though. 

ProScore 74% (Issue 7) 


MIGHT & MAGIC II (ELITE) 

An efficient conversion of a huge, if somewhat 
dated PC RPG. 

ProScore 77% (Issue 13) 

MONOPOLY (PARKER BRO) 

The classic boardgame makes a surprisingly good 
SNES game. Quite playable with plenty of options 
and some graphical sequences. 

ProScore 78% 



MR NUTZ (OCEAN) 

It’s not that original, but the graphics, sonics 
and sheer playability are among the best yet 
seen on SNES. A huge challenge too, which 
makes the lack of a save feature Irksome. 

ProScore 93% (Issue 12) 



MORTAL KOMBAT (ACCLAIM) 

The coin-op's digitised graphics have been 
brilliantly recreated - and gameplay isn't bad 
either, suitably fast and frantic. All the blood 
and gore has been censored though. 
ProScore 90% (Issue 10) 


MUSYA (DATAM) 

A great build up is let down by a distinct lack of 
gameplay as you plod through simple surroundings, 
with poor animation. 

ProScore 45% 


NOLAN RYAN'S BASEBALL (ROMSTAR) 

The sport is fairly accuartely translated, but due to 
its nature fails to keep addicted in one-player mode. 

ProScore 65% 

ON THE BALL/CAMELTRY (TAITO) 

You must guide a marble through various mazes by 
revolving the maze around the ball and letting 
gravity pull it down. Great fun but too easy. 

ProScore 69% (Issue 2) 

OPERATION LOGIC BOMB (JALECO) 

Overhead-perspective walking, exploring and 
blasting everything type game. Presentation is slick 
but the game is too easy, too small and repetitive. 

ProScore 60% (Issue 8) 

OTHELLO WORLD (TSUKUDA) 

Although the computer does have a very good 
range of difficulty, you could buy a dedicated 
computer othello for a lot less. 

ProScore 66% 

OUTLANDER (MINDSCAPE) 

This Mad Max-style blaster is two games in one. 
There’s a behind-the-car driving/blasting game and 
a walking along and blasting game. A nice idea but 
sluggishly implemented. 

ProScore 57% (Issue 6) 

OUT TO LUNCH (MINDSCAPE) 

The sprites may be small, but the detail is stunning 
- as is the overly hard difficulty level. 

ProScore 76% (Issue 11) 

PAC-ATTACK (NAMCO) 

An enjoyable but limited cross between Pac-Man 
and Tetris, with the emphasis on the latter. 

ProScore 70% (Issue 11) 

PAPERBOY 2 (MINDSCAPE) 

Gameplay is simplistic and repetitive, graphics 
which were once impressive have become terribly 
banal. Dire. 

ProScore 34% (Issue 1) 

PARODIUS (KONAMI) 

A brilliant shoot-’em-up which just happens to have 
some of the funniest graphics ever seen. There’s 
eleven big levels, a choice of four different fighters 
to control and great power-ups. 

ProScore 88 % (Issue 2) 

PEBBLE BEACH GOLF LINKS (T&E SOFT) 

Just one course, but a pretty amazing one with 
caddies, digitised graphics and a complex yet 
realistic control system. 

ProScore 82% 

PGA TOUR GOLF (ELECTRONICS ARTS) 

By far the best golf game, PGA Tour Golf has lots of 
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courses, options and computer players. Graphics 
are poor but still great fun. 

ProScore 84% (Issue 4) 

PHALANX (KEMCO) 

Another mediocre shoot-’em-up. 

ProScore 67% 

PILOTWINGS (NINTENDO) 

Attending flight school with the intention of learning 
to master parachuting and flying light planes, 
jetpacks, hang-gliders and helicopters may sound 
‘interesting’ but less than compulsive. But Mode 7 is 
used brilliantly, and gameplay is totally addictive. 
ProScore 83% (Issue 1) 

PIT-PIGHTER (THQ) 

One of the greatest beat-’em-ups around is 
murdered on the SNES. 

ProScore 13% 

POCKY A ROCKY (NATSUME) 

Cute but rock-hard mega-blaster in the Commando 
mould. There’s a great simultan-eous two-player 
mode and the imaginative graphics get better the 
further you go. Very funny! AKA: Kikikaika. 

ProScore 89% (Issue 5) 

POP 'N' TWIN BEE (KONAMI) 

A ton of cuteness, a simultaneous two-player mode 
and Konami programming should’ve made this a 
huge hit. Sadly gameplay is boring and repetitive. 

ProScori 61% (IsMi 7) 

POPULOUS (ANCO/IMAGINEER) 

A massive game with a thousand levels, ten 
different worlds and a formidable computer 
opponent. You must flatten land to make life easier 
for your followers, as well as smiting the opposing 
lot with floods, earthquakes, etc. It’s initially very 
addictive although over the longer term can become 
repetitive, and the control system is rather sluggish. 
ProScore 77% (Issue 2) 

POPULOUS II (IMAGINEER) 

An attractive update of the original with a much 
smoother control system. A huge challenge, 
although it’s somewhat repetitive. 

ProScore 82% (Issue 12) 

POWER ATHLETE (KANECO) 

A truly dire attempt at cloning SFII. 

ProScore 45% (Issue 3) 



RANMA 1/2 (OCEAN) 

The official version has English text, but otherwise 
this very Japanese, anime-style SFII clone is 
unchanged. Very weird, very funny and very easy. 

ProScore 68% (Issue 12) 

REN AND STIMPY (THQ) 

Ultra-weird American cartoon retains much of its 
style in this imaginative and varied platformer. If 
only there were more of it... 

ProScore 77% (Issue 12) 

RIVAL TURP (JALECO) 

Too few combat moves, jerky graphics and not 
enough challenge. The only good point is the 
simultaneous two-player mode. 

ProScore 51% (Issue 1) 


ROAD RUNNER (SUNSOFT) 

Road Runner and Wily Coyote are both brilliantly 
drawn, the latter appearing in ever more bizarre and 
funny Roadie killing guises. The speed of the game 
knocks Sonic into a cocked hat, but it’s too fast and 
later levels are incredibly hard. One for pros only. 
ProScore 68% (Issue 1) 


ROBOCOP 3 (OCEAN) 

Levels are too short and the difficulty setting 
ridiculously high. New elements such as the 
overhead view flying sequences are dire to play and 
the whole project is thorougly misconceived. Avoid. 
ProScore 36% (Issue 1) 
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HOCK 'N' KOU BACINC (INTERPLAY) 
Awesome rock soundtracks, plus plenty of 
vehicles, firepower, tracks and planets (!). A 
bit repetitive in one-player though. 

ProScore 90% (Issue 11) 


POWERMONGER (IMAGINEER) 

Graphically this is one of the SNES’s best wargamer 
with some brilliant 3D landscapes. A huge challenge 
too but gameplay is ultimately limited. 

ProScore 71% (Issue 7) 

PRIME GOAL (NAMCO) 

A side-view footie game with a wide range of kicks 
to choose from. A bit slow though and ball control 
is unrealistic. 

ProScore 67% (Issue 11) 

PRINCE OP PERSIA (KONAMI) 

A classic boasting superlative animation on an 
arabian knight who can swordfight, walk, run, inch 
forward, jump, hang by the tips of his fingertips etc. 
20 big levels need to be completed, with a tight 
overall time limit and plenty of puzzles to test both 
your arcade reflexes and your brain cells. Brilliant. 
ProScore 88% (Issue 2) 

PRO SOCCER (IMAGINEER) 

Overhead view footie game ruined by poor controls. 

ProScore 53% 

PTO (KOEI) 

A sophisticated wargame based on the ocean- 
spanning conflict between Japan and America in 
WWII. Plenty of depth, but the control system is 
slow and unfriendly while the graphics are poor. 

ProScore 62% (Issue 13) 

PUGSLEY'S SCAVENGER HUNT (OCEAN) 

A superb development of Addams Family which 
looks and sounds good, plays tough but fair with the 
player able to choose in which order they attempt 
most of the imaginative and varied levels. 

ProScore 88% (Issue 6) 

Q*BERT 3 (NTVIC) 

A classic coin-op is expanded into a massive 
challenge, but sadly playability is severely lacking. 

ProScore 65% (Issue 2) 

RACE DRIVIN' (THQ) 

Slow, jerky and no feeling of speed. 

ProScore 51% (Issue 1) 

RAIDEN TRAD (ELECTRO BRAIN) 

This is a straightforward blast-’em-up that features a 
two-player simultaneous mode but little else. 

ProScore 61% 

RAMPART (EA) 

An extremely playable version of the Atari coin-op 
with some neat use of Mode 7 in one-player mode. 
Two-player mode doesn’t look as good, but 
playability is excellent. Overall, a great combination 
of Tetris and Missile Command, utterly unique! 
ProScore 85% (Issue 1) 


ROCKY RODENT (IREM) 

A particularly irksome and mundane entry in the 
cutesy platformer stakes. 

ProScore 41% (Issue 13) 

ROGER CLEMENS' MVP BASEBALL 

(LJN/ACCLAIM) 

There’s loads of good things - like all the different 
TV angles to view the action - but there’s also 
plenty of duff points with the control system being 
one (fatal) example. 

ProScore 41% (Issue 2) 

ROMANCE OF THE THREE KINGDOMS 

(KOEI) 

This is a multi-player game that is part roleplaying 
and part strategy but it’s all very boring. Even 
dedicated RPG fanatics will find this very tedious. 
And being strongly Japanese based, playing it isn’t 
easy. 

RPM RACING (INTERPLAY) 

A primitive predecessor to Rock ’N' Roll Racing 
which is marred by slow, dodgy graphics. 

ProScore 57% (Issue 4) 

RUN SABRE (PLAYTIME) 

Similar to Capcom’s excellent Strider, this boasts 
imaginative levels, lots of action and a good 
simultaneous two-player mode. Unfortunately, it’s 
too small and far too easy. 

ProScore 50% (Issue 12) 

RUSHING BEAT 2 (JALECO) 

A sequel to the dire Rival Tu/f this one or two-player 
scrolling beat-’em-up has reasonable graphics and 
plenty of characters to choose. However the limited 
number of moves make it ultimately very repetitive 
and dull. AKA: Brawl Bros (US). 

ProScore 50% (Issue 4) 

SD DODGEBALL (SUNSOFT) 

The other Dodgeball games were stretching it a bit, 
but this one is taking the proverbial. Cute Jap folks 
have to bash each other by throwing a ball. 

ProScore 32% 

SECRET OF MANA (SQUARE SOFT) 

Great music, brilliant graphics and a huge, fantastic 
quest. You can even have two friends help out via 
the Multitap option. Undoubtedly one of the best 
RPGs available. 

ProScore 8S% (Issue 14) 

SEVENTH SAGA (ENIX) 

The cast is imaginatively varied, combat 
impressive with Mode 7 scaling, but the ‘future of 
RPGs’ actually plays like every other RPG, with 
lots of repetitive trudging about. 

ProScore 78% (Issue 13) 
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SHADOWRUN (BANDAI) 

An incredibly atmospheric and addictive 
Blade Runner-style RPG. The graphics are 
nicely detailed, the soundtrack great and the 
plot brilliantly imaginative. A classic. 
ProScore 92% (Issue 8) 


SENSIBLE SOCCER (SONY) 

Tiny sprites, but the action is fast, realistic 
and intelligent. Probably the most 
sophisticated soccer game ever, but you 
need a joystick to get the most out of it. 
ProScore 90% (Issue 14) 


SHANGHAI II (ACTIVISION) 

A well-implemented conversion of the ancient 
oriental puzzle game, complete with Dragon’s Eye 
variant where you play against a computer 
controlled character. 

ProScore 63% (Issue 6) 

SIM CITY (NINTENDO) 

City planning must be one of the most boring 
subjects on Earth; all those tedious details such as 
locating roads, railways, airports, stadiums, fire 
stations, police stations, not to mention avoiding 
traffic congestion, pollution, high crime... It should 
be a yawn. It is in fact very compulsive, the 
underlying principles are complex, but initially it all 
seems very simple. Brilliant. 

ProScore 85% (Issue 1) 

SIM EARTH (IMAGINEER) 

More of an educational experience than a game, 
this is a very sophisticated program dealing with 
geology, ecology and evolution. 

ProScore 80% (Issue 8) 

SKULUAGGER (AMERICAN SOFTWORKS) 

A big game with plenty of challenge, secret rooms 
and warps. Great soundtrack too, unfortunately it 
looks poor with naff sprites and animation. 

ProScore 68% (Issue 2) 

SMARTBALL 

See Jerry Boy. 

SOUL BLAZER (ENIX) 

A slick Zelda clone and, while it hasn’t got the same 
depth, it is significantly more straightforward and 
very enjoyable. 

ProScore 85% (Issue 1) 

SONIC BLAST MAN (BANDAI) 

Good graphics combine with an excellent 
soundtrack to make hitting everyone you see 
extremely fun. A very, very funny game but easy. 

ProScore 71% (Issue 1) 

SPACE FOOTBALL (TRIFFIX) 

This is a futuristic American footy game in which 
you have to guide an android around a pitch trying 
to reach the end zone with a flying sphere. It’s as 
boring as it sounds! 

ProScore 59% 

SPACE MBGAFORCB 

US name for Jap/UK game Super Aleste. 

SPANKY'S QUEST (NATSUME) 

Nice title, shame about the game. This puzzling 
puzzler has nothing on Lemmings or Krusty and 
should be avoided by all but masochists. 

ProScore 44% 

SPIDERMAN AND THE X-MEN (ACCLAIM) 

A whole host of superheroes make this attractive for 
any comics fan. You’re given the option of 
attempting various sub-games, two for each 
character. Gameplay is varied and tough, graphics 
impressive and sound brilliant. 

ProScore 75% (Issue 1) 

SPINDIZZY WORLDS (ASCII) 

Guide a spinning top through 3-D mazes avoiding 
the villains, collecting the gems and pressing 


switches. A massive and very tough test of joypad 
reactions and brains which you’ll either love or hate. 

ProScore 89% (Issue 1) 



STARWING (NINTENDO) 

The first game to use the Special FX chip is 
stunning not only for its incredibly fast solid 
polygon graphics, but also for great 
gameplay. A squadron of furry critters are 
flying their spaceships against asteroids, 
battleship armadas, black holes, heavily 
fortified planets and lots, lots more. You’re 
the squadron commander and as the game 
progresses they chat to you, asking for help. 
An unbelievable cart. (AKA: Star Fox.) 
ProScore 96% (Issue 4) 


STREET COMBAT (IREM) 

One of the worst SF//clones yet. (AKA Ranma 1/2.) 

ProScore 34% (Issue 8 ) 



STREET FIGHTER II (CAPCOM) 

What can we say? Eight different fighters to 
choose from, each with brilliant animation and 
an incredible wealth of moves fully utilizing 
every button on the joypad - and then some! 
It's an excellent and very tough one-player 
game, an utterly brilliant two-player game. 
ProScore 93% (Issue 1) 



STREETFIGHTER II TURBO (CAPCOM) 
20MBit enhanced version of the above. 
Graphics and sonics have been toned up. 
while gameplay benefits from more speed, 
moves and the option to play as any of the 
four boss characters. 

ProScore 96% (Issue 10) 



STRIKER (ELITE) 

Blindingly fast, hugely playable and with real 
player names, masses of leagues, a stunning 
indoor mode and lots more, this is a 
fantastic game. In one player mode rather 
easy, but two-player mode is unbeatable. 
ProScore 93% (SuperPro 9) 


SUNSET RIGERS (KONAMI) 

A typically slick Konami conversion of their Wild 
West coin-op. Imaginative, funny and great fun to 
play it’s marred only by being slightly easy. 

ProScore 82% (SuperPro 12) 

SUPER ADVENTURE ISLAND 

(HUDSONSOFT) 

This sounds great and doesn’t look too bad, but 
gameplay is irksome with your large sprite coming a 
cropper all too often and being forced back to the 
start of unimaginative levels. Ugh! 

ProScore 42% (Issue 1) 
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SUPER AtR OlVER (SUNSOFT) 

An Afterburner-style blast-’em-up. A little simplistic, 
but a variety of weapons, air-to-air and air-to- 
ground missions provide both variety and a 
surprisingly realistic feel. DSP-powered Mode 7 
effects are sensationally fast. 

ProScore 82% (Issue 10) 

SUPER AUSTE (70H0) 

A spectacular shoot-’em-up and plenty of incredible 
power-ups. It looks a bit dated now and lots of 
invulnerability pods make gameplay a bit flukey. 

ProScore 81 % (Issue 2) 

SUPER BASES LOADED I A II 

See Super Pro Baseball I & II. 

SUPER BATTER UP (NAMCO) 

A rather garish baseball sim. Despite being heavy 
on statistics, gameplay itself is fast and accurate. 

ProScore 63% 

SUPER BATTLETANK (ABSOLUTE) 

Great graphics but the sim-style looks are 
misleading while gameplay is extremely repetitive. 

ProScore 54% (Issue 5) 

SUPER BOMBERMAN (HUDSONSOFT) 

Fantastic in multi-tapped four-player mode, this has 
you speeding around mazes, dropping bombs to 
blow up (ex-)friends. In one or two-player mode it’s 
only okay. 

ProScore 87% (Issue 8) 

SUPER BOWLING (TECHNOS) 

Bowling is a strange theme for a game yet this one 
works pretty well. There are a few different 
characters and playing modes, and the graphics 
make it all the more enjoyable. Playing alone is a bit 
boring, though! 

ProScore 72% 


SUPER BUSTER BROS (CAPCOM) 

American version of Super Pang. 



SUPER CASTLEVANIA IV (KONAMI) 

Super Castlevania IV. is a great update of the 
NES series with Simon Belmont running, 
jumping and whipping his way through huge 
levels to confront various end-level 
guardians. A bit repetitive in places but still 
excellent. 

ProScore 90% (Issue 1) 


SUPER CHINESE WORLD (CULTURE BRAIN) 

Japanese version of Super Ninja Boy. 

SUPER CONFLICT (VIC TOKAI) 

This contemporary war game has 55 scenarios, 46 
different types of military hardware and battery 
back-up. A bit simplistic compared to PC sims but 
English language SNES wargamers are scarce. 

ProScore 70% (Issue 8) 

SUPER CUP SOCCER 

See Super Goal. 

SUPER DOUBU DRAGON (TRADEWEST) 

All the backgrounds are simple 8-bit jobs and it’s 
way too easy and repetitive. The only good point is 
the simultaneous two-player mode. 

ProScore 61% (Issue 1) 



SUPER EMPIRE STRIKES BACK (JVC) 
Super Star Wars is reworked with new 
graphics. A bigger, harder and, marginally, 
better game. The Mode 7 AT-AT attack is 
absolutely stunning. 

ProScore 91% (Issue 14) 


SUPER FI GRAND PRIX (VIDEO SYSTEM) 
While Super FI looks pretty good and plays fine, its 
inaccuracy and frustrating controls mean that 
Formula One buffs will be a little disappointed. 
Overhead views never seem to work anyway. 
ProScore 59% 



SUPER FAMILY TENNIS (NAMCO) 

This has the lot. Eight courts, 20 different 
players, a tournament mode, plenty of 
humour and, best of all, an excellent four- 
player Multi-Tap option. Supremely playable 
this is the best tennis game yet. 

ProScore 93% (Issue 10) 


SUPER FI HERO (VARIE CORP) 

A conventional F1 racer with nothing special except 
for rough graphics. 

ProScore 65% (Issue 4) 

SUPER FIRE PRO WRESTUNG (HUMAN) 

Unfortunately there’s no (printable) word in the 
English Language that can describe this. 

ProScore 12% 

SUPER FORMATION SOCCER II (HUMAN) 

A simultaneous four-player multi-tap mode and a 
custom team option are the only enhancements to 
the original - which now seems rather dated and 
slow. 

ProScore 69% (Issue 9) 

SUPER GOAL (JALECO) 

A side-on view footie game which plays well and 
has battery back-up for saving your progress in the 
tournament. On the minus side there’s no bookings, 
switching players is awkward. Still a pretty good 
game due to get better with a harder, improved UK 
version due soon. 

ProScore 84% (Issue 1) 

SUPER HIGH IMPACT (ACCLAIM) 

A relatively simplistic and easy to get into American 
footie game with lots of flash effects. Unfortunately 
there’s no league and the game runs much too 
slowly on UK SNESes. 

ProScore 74% (Issue 9) 

SUPER JAMES POND (OCEAN) 

A bright and cheerful platformer with some tongue 
in cheek humour. Infinite continues make it a bit 
easy though and variety is sadly limited. 

ProScore 70% (Issue 7) 

SUPER KICK OFF (IMAGINEER/ANCOI 

Kick Off provided Amiga enthusiasts (myself 
included) with endless hours of football fun, now it’s 
come to the SNES with the same overhead 
perspective, a whole host of options, leagues, cups 
and some slick scrolling. Control is a little awkward 
on joypad though. 

ProScore 71% (Issue 1) 



SUPER MARIO ALL STARS (NINTENDO) 
This incredible, 16MBit cart boasts Super 
Mario Bros, Super Mario Bros 2: The Lost 
Levels, Super Mario USA and Super Mario 
Bros 3-the entire NES Mario saga, in fact. 

As you’d expect most of the games are no 
longer state-of-the-art, although presentation 
is excellent with brilliantly reworked graphics 
and sonics, plus a comprehensive save 
game system. Best of ail is playability, still 
amazingly high while SMB 3 remains one of 
the best platformers ever! 

ProScore 91% (Issue 10) 
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SUPetf MAK§0 KART (NINTENDO) 

This superb split-screen racer features all 
your favourite Mario characters as go-kaiting 
fiends who you and a friend can control. You 
can race each other, race against the pack of 
Mario characters or enter a bathe game and 
shoot at each other! Good In one-player 
mode, unmiss-able in two-player mo^. 
PsoScoRE 94% (Issue 2, 4| 



SUPER MARIO WORLD (NINTENDO) 

A classic with plenty of detail, cuteness and 
imagination. The best thing is how you can 
choose your own path through the game. A 
too friendly save game option means it won’t 
take too long to complete but it’s an excellent 
introduction to video gaming, and finding all 
96 levels will test any pro! 

ProScore 92% (Issue 1) 


SUPER NINJA (KOEI) 

Koei are back with yet another probably brilliant but 
essentially unintelligible Japanese wargame RPG. 


SUPER NINJA BOY (CULTURE BRAIN) 

A wacky Japanese scenario, simultaneous two- 
player mode and password save all sound 
promising, but combat is overly frequent and 
unenjoyable. Extremely irritating. AKA: Super 
Chinese World. 

ProScore 54% (SukrPro 9) 


SUPER OFE-ROAD RACING (TRADEWEST) 
Mode 7 provides some incredibly hilly off-road 
scaling. Control is a bit rough and ready, which 
suits the game. Pity there aren’t more tracks. 

ProScore 79% (Issue 111 

SUPER NEiNI iCAPCOM) 

Bursting balloons may not sound fun but this is 
fiendishly addictive. No two-player mode, though 
and a bit easy. AKA: Super Buster Bros. 

ProScore 75% (Issue 5} 

SUPER PiPEUREAM (BPS) 

A novel puzzle-game which isn’t bad, just over¬ 
priced considering graphical dullness and 
repetitiveness. Fun two-player mode. 

pRoScoftf 60% (Issue 


SUPER PLAY ACTION FOOTBALL 

(NINTENDO) 

This looks good, plays well and is great for two 
players. Its options are comprehensive, with 28 NFC 
teams, loads of high school and college teams, 
different NFC players and loads of moves. 

ProScore 70% (Issue 2^ 



SUPER PRMpn^^ (KONAm) 

Ee^ of the threi^ng hold diffefent 

surprises: pUtform side on shcKtt-ups, a 
Actum of the Jedf style Giitung adventure, and 
an overhead view Mode 7 zapping sensation 
aUlRfltufR to make this a truly classic game. 
Anuotf^ there s even a simul^neous two- 
player mode. AKA. Contra Sfmts (Japan) 
and Coatra JRfUSL 

ProScore 90% (tssuf I) 


SUPER PRO BASEBALL (JALECO) 

It’s strange with so many baseball sims on the 
SNES that no-one has yet captured the atmosphere 
of the American sport - probably because all the 
games are programmed by Japanese people. (Also 
known as: Super Bases Loaded.) 

ProScore 36% 


SUPER PRO BASEBALL II (JALECO) 

No improvements here, just new players with up-to- 
date stats. Not worth bothering with either game. 
(Also known as: Super Bases Loaded II.) 

I^SCORE 40% 

SUPER PUTTY (SYSTEM 3) 

An imaginative platformer with some great puzzle 
elements and impressive claymation graphics. 

ProScore 84% (Issue 13) 


SUPER RETYPE (IREM) 

It looks brilliant and plays well but while graphical 
slowdown isn’t that bad, going back to the start of a 
level whenever you die soon becomes tedious. 

ProScore 74% (Issue 1) 

SUPER SLAP SHOT (VIRGIN) 

Nice graphics, masses of options and plenty of 
violence in this ice hockey sim. Unfortunately, 
programming glitches ruin playability. 

ProScore 


59% 


(Issue 11) 


SUPER SJWASN TV (ACCLAIM) 

The game that was originally a super-smash coin¬ 
op with unbelievable numbers of on-screen sprites 
and ear-damaging sound-effects, is now available 
on the SNES. There’s plenty of power-ups, prizes 
and fearsome end-level guardians. As a test of 
shoot-’em-up skills little comes close, but it can get 
repetitive. 

PmScore 75% (Issue 1) 


SUPER SOCCER (NINTENDO) 

Once one of the best footle sims, competition from 
more recent releases has made this seem painfully 
slow and unsophisticated. 

ProScore 63% (Issue 1) 


SUPER SOCCER CHAMP (TAITO) 

A fast but inaccurate soccer game that many real 
fans will find terribly easy, terribly boring and, well, 
terrible. AKA: Hat-Trick Hero.) 

ProScore 43% (Issue 1) 

SUPER SOHO BAN (PACK-!N-VIDEO) 

An incredibly sexist intro gives way to a huge, 
extremely challenging and well executed puzzle 
game. Unfortunately lack of graphical or gameplay 
variety mean only hard core puzzlers should apply. 
ProScore 59% (Issue 8) 



SUPER STAR WARS (JVC) 

A great soundtrack and the graphic attention 
to detail generally is astounding. Long 
platform shoot-’em-up sections are good fun, 
while Mode 7 is dazzling in two stunning 
flight sequences. Trench scene is brill too! 
ProScore 90% (Issue 1 


SUPER STRIKE EAGLE (MICROPROSE) 

Air-to-air combat is presented sim-style but soon 
gets repetitive. More impressive is some stunning 
Mode 7, scaling the ground around in fun dive- 
bombing sections. Not bad but lacking in variety. 

ProScore 69% (Issue 6) 

SUPER STRIAE UUmmR iNTVIC) 

A remarkably banal and unchallenging vertically- 
scrolling shoot-’em-up. Simultaneous two-player 
action is fun for a while, as are lots of power-ups! 

ProScore 64% (Issue 2) 

SUPER SUMO (NAMCOT) 

A credible sim of Sumo with much fat, much 
posturing and a whole lot of hugging. Perhaps 
because it’s a very foreign sort of sport Super 
Sumo’s not immediately appealing however, with 
gameplay appearing perilously thin. 

ProScore 39% 

SUPER SWtV (BANANA) 

Another vertical scroller with the welcome addition 
of simultaneous two-player action. Sadly graphics 
and gameplay are rather dull and unoriginal. Both 
Japanese and US versions {Firepower 2000) give 
trouble with most converters. 

ProScom 70% (Issue 3) 

SUPER TETRIS A BOMBUSS (BPS) 

Tetris is one of the most addictive games around 
and this version includes a fun variant - Bombliss, 
which adds bombs to increase the puzzle factor - 
and a very competitive two-player game, lit makes 


F G A AA E 


very little use of the SNES’s graphics, but sound is 



SUPER TENNIS (NINTENDO) 

Slices, top spins, lobs, volleys and smashes 
are all here, perfectly Implemented. You can 
choose from 20 players, evenly divided 
between the sexes, enter a world circuit (with 
massive passcodes) and even play doubles 
with or against a friend! 

ProScore 91% (Issue 1) 


SUPER VALIS IV (ATLUS) 

The Valis babe has had hits on other consoles but 
this time her platforming swordplay is sadly 
mediocre. Gameplay is extra boring. Avoid. 

ProScore 35% (Issue 7) 

SUPER WA6AN ISLAND (NAMCOT) An 

English version would be great to attract 
inexperienced RPGers. 

SUZUKA S-HOURS (NAMCO) 

A DSP-chip makes for some super-fast racing 
action, even in two-player mode, but the control 
system is tricky and variety limited. 

ProScore 70% (Issue 13) 

SYLVALION (JVC) 

A very weary coin-op conversion where you guide a 
snake-like dragon through enemy infested mazes. 
There’s a few nice ideas but the execution is very 

^ScoRf 3B% (Issue 5) 

T2: JUDGMENT DAY (ACCLAIM) 

The graphics are awful, but this is still surprisingly 
playable with blast-’em-up side-on walkabout 
action and angled overhead view racing levels. 

ProScore 74% (Issue 13) 

ris THE ARCADE CAME (ACCLAIM) 

A near-perfect coin-op conversion which may lack 
variety for home use. Very tough and you obviously 
vou need a SuperScope to get the most from it. 

P^ScoRS B4% (Issue 14) 


TAZ-MANIA (THQ) 

A truly original game. Taz races across some very 
hilly, traffic crammed roads in search of kiwi birds 
to munch. Hilarious toon-like graphics and fun, if 
limited gameplay. 

ProScore 88% (Issue 7) 


TEST DRIVE its THE DUEL (ACCOLADE) 

In truth not all that stunning to look at, but the 
realistic setting - four American highways with 
police, tunnels and on-coming traffic - great sound, 
a choice of three supercars and fast, effective 
graphics score a big hit. Overtaking at 200mph on a 
two lane highway is nerve-wracking, which is as it 
should be! 

ProScore 85% (Issue 4) 

THE ADDAMS FAMILY (OCEAN) 

A huge platformer in the cutesy Super Mario World 
mould with loads of levels to explore and master. 
There’s a password system, although in truth the 
game’s not that difficult. A worthy runner-up to 
Mario. 

ProScore: 84% (Issue 1) 

THEHmnpoRmmpmtm 

(HFTECH) 

This bizarre movie licence turns the Red October 
into a nippy little sprite blasting its way through an 
underwater shoot-’em-up. It looks like an 8-bit game 
but SuperScope owners should enjoy the sub-game 
where you can use the lightgun to blast crudely 
animated ships, planes and helicopters. 

ProScore 48% (Issue 2) 



THE LOST VIKiNeS (INTERPLAY) 

Across 36 levels you must control three 
vikings - jumpin’ Erik, archer Baierog and 
Olaf with his flying shield - to overcome a 
huge variety of puzzles. Funny, fun and 
completely addictive. 

ProScore 92% (Issue 7) 



THE MAGICAL QUEST (CAPCOM) 

Starring the inimitable Mickey Mouse, this is 
a whooping hit on the SNES. Brilliant 
cartoony graphics, imaginative and 
massively varied. A bit easy with infinite 
continues but still extremely playable. 
ProScore 94% (Issue 1) 


THE ROCKETEER (IGS) 

Based on the movie this looks good but plays 
dreadfully. 

ProScore 20% 


THE TERMINATOR (MINDSCAPE) 

A big game which mixes platform shoot-’em-up 
action with Roadblaster-st^\e driving. It’s varied 
enough and some graphics are excellent but 
gameplay is lacking 






THUNDER SPIRITS (SEIKA) 

Another shoot-’em-up. Thunder Spirits doesn’t really 
go much further than any of the others. It looks 
pretty good but Gradius ///should still be your first 


choice. 

ProScore 


70% 


TIME SUP (VIC TOKAI) 

A sadly underpowered clone of Super Probotector. 

ProScore 54% (Issue 13) 



TINY TOONS (KONAMI) 

A masterpiece with cutesy sprites and great 
gameplay which besides brilliantly varied 
platform levels packs in a fun American 
Football game! There’s also a password 
system and a cut-down game for kids. 
ProScore 95% (Issue 3) 


TKO SUPER CHAMPIONSHIP BOXINO 

(SOFTEL) 

A very bad boxing game. Inept graphics and 
laudable controls ruin the whole thing from the 
outset. Two-player mode might provide some 
entertainment, but not much. AKA: World 
Championship Boxing. 

ProScore 47% 

TOM & JERRY (HI-TECH) 

Another toon-styled platformer but this one has dull 
graphics and tedious gameplay. 

ProScore 58% (Issue 5) 

TONY MEOLA SOCCER (ELECTROBRAIN) 

US version of World Soccer. 

TOP GEAR (KEMCO) 

An easy to get into racer with a permanently split¬ 
screen which emphasises its main appeal as a two- 
player game. Good fun and some people love it, 
although we found its ‘feel’ a little unrealistic. Plenty 
of levels though and a password system. 

ProScore 71% (Issue 1,4) 

TOP PEAR 2 (KEMCO) 

A slick development of the original game with 
better graphics and more depth. Unfortunately, the 
music is worse and there are some glitches. 

ProScore 82% (SuperPro 12) 

TOtAt CARNAOE (THQ) 

One of the fiercest, fastest and most challenging 
shoot-’em-ups around. However the graphics are 
disappointing and it can get repetitive. 

ProScore 83% (Issue 13) 
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TOYS (ABSOLUTE) 

A duff movie and a worse game. Three levels of 
repetitive isometric 3D blasting followed by a dull 
side-scrolling section. 

ProScori 52% (Issu* 7) 

nOOOUSRS (SALES CURVE) 

Neither as cute nor addictive as Lemmings, this 
game is still fun, scoring particularly well with good 
co-operative and competitive two-player modes. 

ProScori 71% {SurerPro 9) 

TUFF I NUFF (JALECO) 

Another SFII clone but at least this one’s well done 
and actually very playable. AKA: Dead Dance. 

ProScori 83% (Issuk 

TUMICAN (SEIKA) 

As much a platformer as a blast-’em-up, this boasts 
12 huge levels ranging from snowy wastelands to a 
stunning A//en-style finale. You’ve got masses of 
firepower, but while enemies are numerous there 
aren’t as many mega-monsters as there could be. 
The only flaw in a brilliant game. 

ProScori 89% (Usui 9) 



TURTLES IV: TURTLES IH TIME (KONAMI) 
This is an excellent game, a beat- them-till- 
they-bleed all action thriller with superb 
graphics and impressive audio. Nine large 
and very varied stages will keep you going for 
quite a while, although it’s not that difficult. 
ProScori 90% (Issue 1) 



(KONAMI) 

An SF//clone with funnier characters, a story 
mode and great playability. Not quite as 
sophisticated as SFII, but close. 

ProScori 92% (Issue 14) 


ULTIMATE FOOTBALL (SAMMY) 

This American footy sim doesn’t quite pull it off in 
accuracy or gameplay. 

ProScori 33% 

ULTRA BASEBALL 

Jap version of Baseball Simulator 1000. 

ULTRA BASEBALL II (CULTURE BRAIN) 

The sequel to Ultra Baseball/Baseball Simulator 
7000 which doesn’t actually improve on the original 
enough. 

ProScori 57% 

ULTRAMAW (BANDAI) 

A below average one-on-one beat-’em-up. Graphics 
are mediocre and the enemies hold no surprises. 

ProScori 31% (Usui 1) 

UNCHARTED WATERS (KOEI) 

High seas adventure with plenty of opportunity for 
exploration, trade, piracy and poker. Dire graphics, 
frust-rating gameplay and awful controls spoil it. 

ProScori 28% (Issui 7) 

U.N. SQUADRON (CAPCOM) 

Graphically impressive with nicely varied levels, a 
choice of aircraft, plenty of power-ups and 
atmospheric sound. Highly recommended for shoot- 
’em-up fans. 

ProScori B9% (Usui 1) 


UTOPIA (KEMCO) 

A complicated and visually dull strategy game in 
which you control a futuristic city at war. Even so, 
the challenge is immense and strangely involving. 

ProScori 77% (Issue 13) 

VEGAS STAKES (NINTENDO) 

Poker, Craps, Roulette, Blackjack and Slot 
Machines are well implemented with slick 
presentation allowing you take your winnings from 
one game to another on your quest to break each 
casino’s bank. 

ProScori 60% (Usui 9) 



WAIALAE COUNTRY CLUB (T+E SOFT) 

Digitised graphics and authentic play don’t really 
make up for the slow pace. 

ProScori 70% 

WARPSPEED (ACCOLADE) 

Mode 7 produces some stunning graphics, but the 
gameplay is strictly antique - a banal remix of Star 
Raiders. Fighting enemy fighters one-by-one is 
incredibly tedious. 

ProScori 69% (Usui 4) 

WAYNE'S WORLD (THQ) 

Plenty of humour and some good if ultimately 
irritating samples fail to save this mediocre 
platformer. 

ProScori 51% (Issue 7) 

WE'RE BACK (HI-TECH) 

An overly easy, but still quite playable platformer 
based on a Spielberg-produced cartoon about 
cutesy dinosaurs. 

ProScori 68% (Issue 11) 

WHEEL OF FORTUNE (GAMETEK) 

Wheel Of Fortune is nothing without Nicky 
Campbell! Also, it features a lot of American 
phrases and spellings. 

ProScori 54% 

WING COMMANDER (MINDSCAPE) 

Classic space opera with 30 plus missions, 
asteroids, enemy fighters, freighters and huge 
battleships. 

ProScori 80% (Usui 3) 

WING COMMANDER: THE SECRET 

MISSIONS (MINDSCAPE) 

Virtually identical to the original, but with a better 
scenario, more ships on screen and an easier (too 
easy!) skill setting on offer. 

ProScori 85% (Usui 12) 

WOLFCHILD (VIRGIN) 

Nice soundtrack, pity about unimaginative graphics, 
weak gameplay and lastability. 

ProScori 53% (Usui 9) 

WOLEENSTEIN 3D (PLAYTIME) 

A truly stunning, first-person perspective puts you 
in a stormtrooper-packed Nazi fortress. Action is 
fast and furious, albeit somewhat repetitive. 

ProScori 80% (SurirPro 12) 

WORDTRIS (SPECTRUM HOLOBYTE) 

As the name suggests it’s Tetris, only now you have 
to form words with falling letters. 

ProScori 39% (Issui 3) 

WORLD CHAMPIONSHIP BOXING 

(SOFTEL) 

Slick presentation can hide a lot of things, but poor 
gameplay isn’t one of them. 

ProScori 20% 

WORLD CLASS RUGBY (IMAGINEER) 

An extremely comprehensive sim with good 
graphics and masses of options. However too many 
rucks, scrums etc make it all rather frustrating. 

ProScori 70% (Issui 7) 

WORLD HEROES (SUNSOFT) 

A good SF//challenger with an imaginative set of 


characters but not enough moves or challenge. 

ProScori 72% (Issui 11) 

WORLD LEAGUE BASKETBALL (NINTENDO) 

A stunning demonstration of Mode 7. All of the 
characters are digitised and the extensive 
movements are super smooth.AKA: NCAA 
Basketball {US). 

ProScori 83% 

WORLD LEAGUE SOCCER (MINDSCAPE) 

An overhead-view footie game in the style of Kick 
Off but the ball’s stuck to your feet and gameplay is 
dull. 

ProScori 56% (Issui 1) 

WORLD SOCCER (ELECTROBRAIN) 

Mode 7 graphics are stunning but playability isn’t. 
AKA: Tony Meola Soccer. (Note: Elite’s Striker is 
known as H/or/d Soccer in US!). 

ProScori 49% (Issui 12) 

WWF: ROYAL RUMBLE (ACCLAIM) 

A big (16MBit) improvement over the original: more 
characters, more moves and a tournament mode. A 
fun and funny game although combat is slow and 
fiddly. 

ProScori 79% (Issui 9) 

WWF SUPER WRESTLE MANIA (ACCLAIM) 

The characters have been digitally recreated for 
some clever stills, and inside the ring it’s all very 
bright and energetic but there’s no special moves! 

ProScori 76% (Issui 1) 

XANDRA'S BIG ADVENTURE (NAMCO) 

An incredibly weird platformer with lots of levels and 
variety. There’s a password system but a Jap text 
sub-game mid-way through makes SuperPro 6/7’s 
codes vital. 

ProScori 82% (Issue 5) 

XARDIAN (ASMiK) 

Similar to Super Probotector and the graphics very 
impressive. Although not quite as smooth or frantic, 
it’s still worth a gander! 

ProScori 36% 

X-ZONE (KEMCO) SS 

SUPER SCOPE ONLY 

The best SuperScope game yet, with lots of action 
as you try and penetrate the defences of a mad 
computer. It’s almost worth buying a SuperScope 
just to play. 

ProScori: 79% (Issui 3) 

YOSHI'S COOKIE (BPS) 

A rather simplistic and easy puzzle game which will 
appeal mostly to young kids. Two-player game is 
good though. 

ProScori 69% (issui 10} 

YOSHI'S SAFARI (NINTENDO) SS 

A pretty and playable light gun blast-’em-up aimed 
at youngsters - with a difficulty level to match. 

ProScori 80% (issui 11) 

Y'S III (TONKIN) 

This RPG uses a friendly side-on view. Difficult to 
get hold of but well worth searching out. 

ProScori 83% 

ZAN II (IMAGINEER) 

Strategy wargame with impressive credentials. 
Packed with Jap text though. 

ZOMBIES (KONAMI) 

A hilarious overhead shoot-’em-up cum maze 
game, with splendid graphics inspired by wacky 
1950s B-movies. Great fun, especially in two- 
player mode. 

ProScori 87% (Issue 12) 



ZELDA llhjk LINK TO THE PAST 

(NINTENDd) 

An RPG for everyone: easy to get into, plenty 
of action and lots of challenge. A classic. 

Proscore 92% (Issue 1) 


OI3DBAI-I. RUZZL.ERS 


beat-em-ups platform 

SUPER l=»ilO FEBRUARY 1994 












































I-I 



JVlL O ivl T 


UK RELEASE DATES 


J A N U 

ALFRED CHICKEN 
DAFFY DUCK 
EMPIRE STRIKES BACK 
JAMES POND’S CRAZY SPORTS 
MYSTICAL NINJA 
POPULOUS 2 
SUPER PUTTY 
SUPER TURRICAN 
TURTLES V 

T2: THE ARCADE GAME 
WINTER OLYMPICS 


MINDSCAPE 

MARUBENI 

JVC 

SALES CURVE 
KONAMI 
IMAGINEER 
SYSTEM 3 
VIC TOKAI 
KONAMI 
ACCLAIM 
US GOLD 


F E B R U 

BRETT HULL HOCKEY 
BUGS BUNNY 
DESERT FIGHTER 
LEMMINGS 2 
MAGIC BOY 

MUHAMMAD ALI BOXING 
SOLDIERS OF FORTUNE 
YOUNG MERLIN 
ZOOL 


ARY 

ACCOLADE 
MARUBENI 
SYSTEM 3 
PSYGNOSIS 
JVC 
VIRGIN 
MICROPROSE 
VIRGIN 
GREMLIN 


OFFICIAL RELEASES 

A fter a disappointing Christmas release-wise, it’s good to see that things 
are looking up for ‘94. SuperScope fans will be glad to see T2: The 
Arcade Game on the shelves, true to the coin-op and a massive blood- 
fest to say the least. Alfred Chicken also makes his debut, after 
becoming something of a Gameboy hero, a prospective MP and minor 
celebrity too. Super Putty will provide frantic fun for those who enjoy a 
bit of brain strain and Mystical Ninja should rise a chuckle or two in even the most 
disgruntled SNES owner. 

As for February, well it all seems a little quiet again (in fact it’s all rather too 
quiet), with little in the way of big releases. Young Merlin is one exception, a 
16Mbit the RPG that’s, well, not like an RPG at all really, but is great all the same. 
February also sees the return of the fluffy green Lemmings, guaranteed to make 
many a gamesplayer sob over their pummelled-to-death joypad! Anyway, look out 
for more excellent reviews next month in the new-look mag, whatever it may be 
called. Y’all come back now! 
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SUPER NES DEALS 

ALL GENUINE UK VERSIONS 

SUPER NES MARIO ALL STARS PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROPAD . 124.88 

SUPER NES ALADDIN PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROP A D- . 124.99 

SUPER NES STARWING PACK 

& ONE NINTENDO JOYPAD 

+FREE SN PROPAD . 124.99 

SUPER NES STREETFIGHTER 
TURBO PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROPAD . 139.99 



^‘V 




SONY KVM1400 
14” FST COLOUR 
TV/MONITOR WITH 
REMOTE 
CONTROL. 

60 CHANNEL TUNING. REAR 
SCART INPUT, HEADPHONE 
SOCKET, TWO POSITION TILT, 
BLACK TRINITRON SCREEN, 
LOOP AERIAL. 

FREE SCART LEAD 

(STATE AMIGA. ST. MEGADRIVE OR SNES). 

FREE £10 SPECIAL RESERVE 
GIFT VOUCHER 

SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 

SONY TV WITH FASTEXT 249.99 


SUPER NES GAMES 
• = NEW GAME 

RRP OUR 
PRICE 

ADDAMS FAMILY .44.99 ...37.49 

ADDAMS FAMILY 2 - 

PUGSLEY S SCAVENGER HUNT .44.99 ...34.99 

ADVENTURES OF DR. FRANKEN.44.99 ...39.99 

AERO THE ACROBAT* .54.99 ...49.99 

AGURI SUZUKI F1 RACING.44.99 ...37.49 

ALADDIN* .49.99 ...41.99 

ALFRED CHICKEN * .49.99 ...44.99 

ALIEN 3.49.99 ...43.99 

ASTERIX .44.99 ...39.99 

AXELAY .44.99 ...37.49 

B.O.B.44.99 ...39.99 

BATMAN RETURNS .49.99 ...40.49 

BATTLETOADS IN BATTLEMANIACS ...39.99 ...34.49 

BUBSY BOBCAT .39.99 ...33.49 

CAL RIPKEN BASKETBALL .49.99 ...44.99 

CAPTAIN AMERICA .49.99 ...44.99 

CHAMPIONSHIP POOL.49.99 ...44.99 

CHESSMASTER.44.99 ...37.49 

CHUCK ROCK.... .44.99 ...36.99 

CLIFFHANGER . .44.99 ...36.99 

COOL SPOT* .... .44.99 ...39.99 

CYBERNATOR . .49.99 ...40.49 

DAFFY DUCK - 

THE MARVIN MISSIONS* .54.99 ...49.99 

DENNIS* .44.99 ...39.99 

DESERT STRIKE .44.99 ...39.99 

DRACULA.44.99 ...36.99 

EQUINOX .49.99 ...39.99 

EXHAUST HEAT.44.99 ...36.99 

F-ZERO.39.99 ...32.99 

FIRST SAMURAI.49.99 ...43.99 

FLASHBACK .49.99 ...39.99 

GOOF TROOP.49.99 ...41.99 

GP1 * .49.99 ...40.99 

HOOK .44.99 ...36.99 

HUMANS* .44.99 ...36.99 

INCREDIBLE CRASH DUMMIES.49.99 ...43.99 

JIMMY CONNORS PRO TENNIS TOUR 49.99 ...37.99 

JOHN MADDEN‘93 .44.99 ...24.99 

JURASSIC PARK .54.99 ...40.99 

KEVIN KEEGAN PLAYER MANAGER ...49.99 ...42.99 

KING ARTHUR S WORLD .44.99 ...37.49 

KRUSTY'S FUN HOUSE .44.99 ...37.49 

LAGOON .59.99 ...51.99 

LAMBORGHINI .49.99 ...41.99 

LAST ACTION HERO.44.99 ...36.99 

LEMMINGS .49.99 ...41.49 

LEMMINGS 2*.49.99 ...39.99 

LOST VIKINGS .39.99 ...33.49 

MAJOR TITLE GOLF.44.99 ...39.99 

MARIO ALL STARS .49.99 ...39.99 

MARIO IS MISSING .49.99 ...44.99 

MARIO PAINT WITH MOUSE .59.99 ...49.99 

MECHWARRIOR.49.99 ...43.99 

MEGALOMANIA.49.99 ...43.99 

MICKEY’S MAGICAL QUEST .59.99 ...49.99 

MIGHT AND MAGIC 2*.59.99 ...53.99 


MORTAL KOMBAT.59. 

MRNUTZ* .44. 

MYSTIC QUEST .39. 

NBA ALL STAR CHALLENGE.49. 

NFL QUARTERBACK CLUB .59. 

NHLPA ‘93 ICE HOCKEY .44. 

NIGEL MANSELL'S WORLD CHAMPIONSHIP 39. 

OUTLANDER .49. 

PEBBLE BEACH GOLF.49. 

PGA TOUR GOLF .44. 

PIERRE LE CHEF - OUT TO LUNCH.49. 

PILOT WINGS.39. 

PINBALL DREAMS* .44. 

PINK PANTHER .49. 

PI Ok ‘IQ 

POP N’ TWINBEE . 49. 

POPULOUS 2* .49. 

PRINCE OF PERSIA .49. 

PUSH OVER.39. 

RANMA 1/2 * .49. 

REN AND STIMPY .44. 

ROAD RUNNER (LOONEY TUNES) .49. 

SENSIBLE SOCCER .49. 

SHADOWRUN* .49. 

SIM CITY .39. 

SKYBLAZER .44. 

STARWING .49. 

STREETFIGHTER 2 .64. 

STREETFIGHTER TURBO .59. 

STRIKER .44. 

SUNSET RIDERS .49. 

SUPER AIR DIVER * .54. 

SUPER BOMBERMAN .44. 

SUPER GOAL. 

SUPER MARIO KART .39. 

SUPER MARIO WORLD .39. 

SUPER NBA BASKETBALL.49. 

SUPER PROBOTECTOR . 

SUPER PUTTY .49. 

SUPER SMASH TV. 

SUPER STAR WARS.49. 

SUPER STRIKE EAGLE .49. 

SUPER TENNIS .39. 

SUPER WWF WRESTLEMANIA.44. 

THOMAS THE TANK ENGINE * .44. 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE .49. 

TOP GEAR 2 *.49. 

TOTAL CARNAGE * .44. 

TRODDLERS .39. 

ULTRAMAN .39. 

VEGAS STAKES.39. 

WARPSPEED .49. 

WING COMMANDER 

SECRET MISSIONS .49. 

WINTER OLYMPICS * .49. 

WOLFENSTEIN 3D * .49. 

WORLD LEAGUE BASKETBALL .39. 

WWF ROYAL RUMBLE.59. 

YOSHI'S SAFARI (SCOPE 6 GAME) .39. 

YOUNG MERLIN* .59. 

ZELDA 3 - LINK TO THE PAST .39. 

ZOMBIES .49. 

ZOOL* .44. 



GAMEBOY DEALS 

ALL GENUINE UK VERSIONS 
GAMEBOY WITH NO EXTRAS 

FREE KONIX GB HOLSTER .39.99 

GAMEBOY WITH TETRIS+ BATTERIES 
FREE KONIX GB HOLSTER .49.99 


GAMEBOY PINBALL DREAMS PACK 

WITH PINBALL DREAMS GAME & BATTERIES. 

FREE KONIX GB HOLSTER . 


.57.99 


GAMEBOY GAMES 

- = NEW GAME 

ADDAMS FAMILY 2 - PUGSLEY S 

SCAVENGER HUNT .23.49 

ADVENTURE ISLAND 2 •.20.99 

ALFRED CHICKEN .23.99 

ALLEYWAY.13.49 

ASTERIX .23.99 

ASTEROIDS .12.99 

BART VS JUGGERNAUTS .13.99 

BATMAN - 

THE ANIMATED SERIES.21.99 

BATTLETOADS.21.49 

BATTLETOADS IN 

RAGNAROK'S WORLD .21.99 

BEST OF BEST KARATE.21.49 

BILL AND TED’S EXCELLENT 

ADVENTURE .17.49 

BIONIC COMMANDO .21.49 

CASTLE QUEST • .20.99 

CASTLEVANIA .14.49 

CHUCK ROCK .20.99 

CLIFFHANGER* .20.99 

DARKWING DUCK .25.49 

DR. FRANKEN 2.23.99 

DR. MARIO .20.49 

DRACULA .20.99 

DROPZONE.23.99 

DUCK TALES.21.49 

EMPIRE STRIKES BACK.21.49 

FI5 STRIKE EAGLE .23.49 

FELIX THE CAT* .20.99 

FIDGETTS .23.49 

FIREFIGHTER .23.99 

FLINTSTONES .21.49 

FORMULA 1 RACE (WITH FOUR 

PLAYER ADAPTOR).25.49 

FRANKY, JOE AND DIRK 


ON THE TILES *. 

GARFIELD . 

GARGOYLES QUEST . 

GEAR WORKS . 

GOAL *. 


GOLF . 

--.-18.49 

HUMANS* . 

21.99 

JACK NICKLAUS GOLF . 

21.49 

JURASSIC PARK 

25.99 

KID DRACULA .. 

22.49 

KID ICARUS . 

20.49 

KIRBY’S DREAMLAND . 

20.49 

KRUSTYS FUN HOUSE . 

19.49 

LAMBORGHINI * 

21.99 

LAST ACTION HERO . 

20.99 

LAWNMOWER MAN. 

23.49 

LEMMINGS . . 

22.49 

LETHAL WEAPON 

23.99 

LOONEY TUNES 

25.49 

MARBLE MADNESS 

20.49 

MARIO AND YOSHI . 

20.49 

MEGA MAN 2 . 

20.49 

MERCENARY FORCE . 

21.99 

MICKEY’S PUZZLE . 

23.99 

MORTAL KOMBAT . 

26.99 

MOTOR CROSS MANIACS. 

14.49 

MUHAMMAD ALI BOXING* .. 

23.99 

MYSTIC QUEST. 

25.49 

NIGEL MANSELL S WORLD 


CHAMPIONSHIP 

22.49 

NINTENDO WORLD CUP. 

20.49 

PANG *. 

20.99 

PIERRE LECHEF- 


OUT TO LUNCH * 

23.99 

PINBALL DREAMS . 

21.99 

POPULOUS. 

23.49 


..46.99 
..39.99 
..33.49 
..43.99 
..51.99 
..24.99 
..33.49 ^ 
..44.99 ) 
..41.49 ;i 
..24.99 ^ 
..44.99 
..32.99 
..36.99 
..44.99 
..33.99 
..40.49 
..44.99 
..41.49 
..35.49 
..44.99 
..39.99 
..36.99 
..39.99 
..40.99 
..32.99 
..36.99 
..39.99 
..55.49 
..48.99 
..40.49 
..42.49 
..49.99 
..32.99 
..37.49 
..31.99 
..34.49 
..41.49 
..37.49 
..44.99 
..37.49 
.38.99 
..42.49 
..32.99 
..34.99 
..39.99 


..44.99 

.39.99 

..34.99 

..19.99 

..33.49 

..32.99 

..44.99 

..44.99 

..44.99 

..32.99 

..53.99 

..34.49 

..54.99 

..32.99 

..38.99 

..36.99 


PRINCE OF PERSIA. 

PRINCESS BLOBETTE 
REN AND STIMPY. 


ROAD RASH .23.49 

SENSIBLE SOCCER * .20.99 

SOLAR STRIKER .13.49 

SPEEDY GONZALES .26.99 

STAR TREK.25.49 

STAR WARS .22.49 

SUPER JAMES POND .23.49 

SUPER MARIO LAND .20.49 

SUPER MARIO LAND 2 .25.49 

SUPER RC PRO-AM.21.99 

TALESPIN .21.49 

TEENAGE MUTANT HERO TURTLES - 

RADICAL RESCUE .21.99 

TENNIS.19.49 

TERMINATOR 2.13.99 

TESSERAE* .17.99 

THE SIMPSONS - ITCHY AND 

SCRATCHY.23.99 

TINY TOON ADVENTURES.21.49 

TINY TOON ADVENTURES - 
MONTANA S MOVIE MADNESS 21.99 

TIP OFF (BASKETBALL).23.49 

TITUS THE FOX* .21.99 

TOM AND JERRY .21.49 

TOM AND JERRY 2 .23.99 

TOP RANKING TENNIS .20.49 

TOTAL CARNAGE * .23.99 

TRACK AND FIELD .24.49 

TROLLS*.23.99 

TURRICAN .14.49 

TURTLES 2.25.49 

VIKING CHILD*.21.99 

WWF KING OF THE RING *.23.99 

WWF SUPERSTARS.21.49 

YOSHI’S COOKIE .18.49 

ZELDA - LINK’S AWAKENING ...22.49 
ZEN - INTERGALACTIC NINJA ...22.49 
ZOOL* .21.99 


SUPER NES EXTRAS 

JOYPADS 

DRAGON SPEEDPAD 
(WITH AUTOFIRE) .9.99 


FREEWHEEL 
STEERING WHEEL 
FOR SNES. PLUGS INTO JOYPAD 
PORT. SUITS MOST DRIVING 
GAMES. 24.99 
I LOGIC 3 LOGIPAD SN 



FOR SNES. FULLY MICROSWITCHED 
JOYPAD. WITH AUTO FIRE. 13.99 



NINTENDO ~ 
CONTROL PAD ! 

15.99 L 


NINTENDO SCOREMASTER 
“ JOYSTICK + SLOW MOTION & 

TWO SPEED AUTOFIRE .35.99 

i PHASE 9 OBLITERATOR WITH 
I AUTOFIRE(TWO SPEED) & SLOW 4 . 

MOTION. 13.99 P 






QS160 SUPERCON2 

JOYPAD (WITH SLOW MOTION 

AND AUTOFIRE) .10.99 


QUICKJOY SN PROGRAM PAD 
PROGRAMMABLE JOYPAD CAN 
HOLD UP TO THREE PRESET MOVES 
IN MEMORY. IDEAL FOR GAMES 
WHERE SPECIAL MOVES USING 
MORE THAN ONE BUTTON ARE 
REQUIRED. 28.99 

QUICKJOY SN PROGRAMMABLE 

joystickwith autofire and 

J SLOW MOTION.35.99 

^ ^ QUICKJOY SN 





PROPAD (WITH 
SLOW MOTION AND 
TWO SPEED AUTOFIRE) 11.99 

_ I SAITEK MEGAMASTER I 

V _j\ JOYSTICK WITH AUTOFIRE AND 

SLOW MOTION (MICROSWITCHED). 
18.99 

SAITEK MEGAPAD II WITH 
AUTOFIRE AND SLOW MOTION ll 
11.99 

TURBO TOUCH 360 
(TOUCH SENSITIVE JOYPAD 
WITH AUTOFIRE).18.99 

NINTENDO SCOPE 6 LIGHT GUN 

WITH SIX GAMES. GENUINE UK VERSION. ...39.99 

LEADS 

SCART LEAD - SUPER NES TO TV WITH SCART INPUT .9.99 

MONITOR LEAD - SUPER NES TO 

PHILIPS CM8833 MK2 OR CBM 1084S MONITOR ...12.99 
NINTENDO STEREO AUDIOA/ISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE PHONO 
STEREO & VIDEO LEAD) .15.99 

STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 4). 

PROTECTS CARTRIDGES FROM MOISTURE 

AND DUST (CLEAR PLASTIC).6.99 


LOGIC 3 MULTI CASE CARRY BAG .12.99 

GAME GENIE 

(GAMES ENHANCER, ALLOWS CHEAT 
CODES TO BE ENTERED FOR INFINITE LIVES. 

CREDITS ETC. BOOK OF CODES INCLUDED) .37.99 


MANGA VIDEOS 

WE ONLY ACCEPT POSTED/FAXED ORDERS FOR 
VIDEOS WITH AN 18 CERTIFICATE. PLEASE STATE 
‘1 AM OVER 18’ ON YOUR ORDER. 

3X3 EYES PART 2 (RATED 15).8.99 

AKIRA (RATED 15).12.99 

AKIRA DOUBLE PACK (RATED 15) .17.99 

DOMINION TANK POLICE 3 AND 4 (RATED 15) ...12.99 

FIST OF THE NORTH STAR (RATED 18).12.99 

LENSMAN (RATED PG) .12.99 

PROJECT A-KO (RATED 15) .12.99 

R.G. VEDA (RATED PG) .12.99 

TETSUO 2 - BODY HAMMER 

(LIVE ACTION - RATED 18).12.99 

LOTS MORE AVAILABLE PLEASE CALL 



SfieoUU memLeM, ocm Juu/e cdlUtU.. can yO^? 

® READ NRG Regular Club Magaxine 
Sq CHOOSE from our Huge Selection 
^ BUY at Best Possible Prices 
^ SAVE with our Special Deals 
^ SAVE more with our XS Coupons 
^ WIN up to £10,000 worth of prizes FREE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation to buy anct you can be any age. 
Just senid in the form below or phone Sales on 0279 600204. 

As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 

2. Reviews in colour and latest information on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The best prices. Just one purchase will save you your joining fee 

5. Hundreds of Special Offers. Top games at prices you won't believe 

6. XS Super Savers. Money-off coupons worth over £180 a year 

7. BIG £10,000 TARGET PRIZE COMPETITIONS. In every issue 
of NRG, exclusive to members,, free to enter! 

That's why over 200,000 people have joined Special 
Reserve, the biggest games club in the World! 

0279 600204 

OPEN 10am til 8pm Seven Days a Week! 

Order/Confirmation/Receipt sent for every order. 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 

Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 
check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch. We reserve the right to change prices without prior notification. E .& O.E. 


SAWBRIDGEWORTH SHOP 
2 South Block, The Maltings 
Sawbridgeworth, Herts 


CHELMSFORD SHOP 
43 Broomfield Road, 
Chelmsford, Essex 



43 Broomfield Road, 
Chelmsford, Essex. 

(Just round the corner from the Bus Station) 


We only supply official UK products. Official suppliers of all 
leading brands. We sell games and peripherals all at amazing 
prices for Megadrive, Master System, Game Gear, Super NES, 
Gameboy, NES, Lynx, Amiga, Atari ST, PC, CD ROM and Apple 
Mac. And we sell T-shirts, Manga Videos and cuddly toysl 


CLUB SHOPS OPEN 10am til 8pm SEVEN DAYS A WEEK. 

Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 
All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 

MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 

MEMBERSHIP MEMBERSHIP HARD BINDER 

UK MEMBERS 4.00 7.00 14.00 

OVERSEAS EC MEMBERS 6.00 9.00 18.00 

OVERSEAS WORLD MEMBERS 7.00 11.00 22.00 

we'only suppTy”vIi^bFr's but you caTI of^eras you join. 

THERE are no SURCHARGES ON UK TELEPHONED ORDERS. 
(PLEASE PRINT IN BLOCK CAPITALS) ROAD 


Adclress_ 


Phone _ 


Machine 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


item 


item 


item 


item 


ALL PRICES INCLUDE UK POSTAGE & VAT 

£ 


Cheque/P.O./Access/Mastercard/Switch/Visa (Switch Issue No_ 


Card 

expiry date_ 


Signature 


Cheques payable to; SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 
























































































































































































































































































































YOUR MISSION: stop a mad dictator bent on destroying the world! 
Rescue civilians, eliminate key targets, and destroy General Akhboob's 
bio-nuclear generators, which are creating his endless mutant army! 

. ON YOUR SIDE: an awesome arsenal of the 21*^ century's 


rnost destructive weaponry. 

\ ^ 

I dN THiiyr SIDE:. the Hastiest mutated enemies and 
1 —the-I^S^t^^^ses you'll ever want to see! 


TOTAL CARNAGE”* IS A TRADEMARK OF AND LICENSED FROM 
MIDWAY'-" MANUFACTURING COMPANY, (c) 1992 ALL RIGHTS 
RESERVED - USED BY PERMISSION. MALIBU GAMES'- AND T»HQ, 

INC - ARE REGISTERED TRADEMARKS OF T.HQ, INC 1993 I»HQ. 
INC. NINTENDO. GAME BOY. SUPER NINTENDO ENTERTAINMENT 
SYSTEM AND THE OFFICIAL SEALS ARE REGISTERED TRADEMARKS OF 
NINTENDO OF AMERICA INC. SEGA AND GENESIS ARE TRADEMARKS OF 
SEGA ENTERPRISES. LTD. ALL RIGHTS RESERVED. 


MALIBU 

GAMES 


‘An excellent conversion 

and a top quality game!’ 
GAMES MASTER 90% 
SNESFORCE 84% 
SUPER PRO 83% 
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